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preface. 



It may be proper for the Editor to 
state the reasons which have induced him to 
publish a iranslaihn of Dauiaho, RuT-LiOPfiZ, 
and Salvio. 

The acknowledged excellence of these works 
has certainly operated as the principal induce* 
meat. The Editor has frequently and atten- 
tively played and examined all the games con- 
tained in those treatises, and he is strongly 
impressed with the belief that they are calcu- 
lated to assist in a material degree unpractised 
players — to facilitate improvement in tiiose 
who are already proficients — ^and, that they 
are indispensably necessary to those, who, fa- 
voured by genius and aptitude, are likely to 
attain the flattering distinction of first-rate 
players. 

The numerous amateurs who have heard oi 

th^se books, and those who have s^en the 
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very few copies that are extaoti are equally 
anxious to possess them ; they have expressed 

tlieir regret at the diiiiculty (if not imjiossibh 
lity ) of procuring* them» not only in Great 
Biiuiii, but e\cu in any part of the Conti- 
nent* Some of the Editor *s friends desired their 
Booksellers^ ^ long ago as the year 1804, to 
endeavour to obtain them at any price, but 
their attempts have failed of success. 

Under all these circumstances, the opinion 
that this translation will be favourably received 
appears not destitute of probability. 

It must be observed that the Editor has 
ttm^ieA merely the Games^ Variations^ aud 

Notes iviiich refer to afi\ jiUi iicular niuvt^ or 
situation — all historical or extraneous matter 
he has totally disregarded ; htmg unwUliiig 
to swell the Work to an unreasonable bulk. 

In Damiano and Lopez, xYib historical Jior* 
tiou is comparatively miiiii^ : but in Salvio 
it is very considerable. 

A few extracts which are not unentertainiof 
will be occasionally introduced. 

It is not improbable, that, to some ama-> 
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teurs^the method of castling d /'//tf//>/7//<?y which 
is adopted in some of these ^ames, will appear 
an insurraountable obstacle. The observation, . 
Why should I study a game which I can 
never put into practice in this country ?" 
will naturally suggest itself ; nevertheless the 
Editor presumes to think that this objectioUt 
when duly considered, will prove to be ground- 
less* It might be easily demonstrated^ that, 
situations similar to those in which lafitade of 
castling is allowed could occur, even though 
such latitude were prohibited \ and in those 
cases die rules which are here given would, of 
course, prove of great utility : but supposing, 
for the sake of argument, that such situations 
could not occur, still it cannot be denied, that, 
the very skilful moves which are recommended 
must materially improve a player \ in the 
same manner that it is universally admitted, 
that, playing difficult ends of games or criti- 
cal situations conduces to improvement, even 
though such critical situations may never hap- 
pen, and probably never did happen. 

To this it may be added^ that, in a grej^ 
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proporiion of the games contained in these 
tliree authors, the lialiaa method of castling 
is not adopted. . 

The Editor is still of opinion that it is great- 
ly superior to the Calabrisia method — ^moving 
the King two squares only ; and he thinks, 
that, many players will concur with himi af- 
ter perusing Salvio's treatise. 

DAMIANO. 

Damiano is the first who wrote a treatise 

intended to facilitate the study of the game of 
Chess'*'* 



* Jaoifpo Dactinoley or Jaoolm de CatoUf, a Domi- 

n'lcan friar, wrote ou Chess before tlic year Il-OO ; but 
his book does not contain any rules for playing, ft is 
diviUed into twenty-four chapters : the first three give an 
mccoimt when and bow the game was invented ; the fol- 
lowing five contain a description of the pieces ; the nest 
eight, a description of the pawns; and the last eighty a 
description of their moves. 

It was originally written in Latin ; and translated into 
French by Jehan cle f lgnay, a monk : from this Trench 
version Caaeton translated his edition, which was printed 
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The title of his work is, <^ Libro da impa* 

rare Giocare a Scachi in Ling'ua Spagnola 
6i Taliana novamente Stampato/' 
Mr. Twiss saysy This is a small duodeci- 
mo of 128 pages, without name, date, or 



in 1474. This wss the first book printed in England 
with metal types. 
In the year 12fl6 there came to Florence a Saracen 

named Buzecca, a very great master of Chess- playing ; 
and in the Palace d<?? PopoJo^ l)t forc Count Gnldo No- 
vello, he played at one time on three Chess-boards^ with 
the best masters of Chess In Florence^ playing with two 
by memory, and with the third by sight; and two games 
be won, and the third he made a drawn game by a perpe- 
tual check, which circumstance was esteemed marvel- 
lous. 

{Eaiy(uied from Chess ; a truly entertaining 
work, by Mr. T)ms, published in 1787*) 

In the Exchcqner Office, at Westminster, is preserved 
a book containing an account of the household expences 
of Henry VII, almost every page of which is signed by 

the King himself ; in one of ihera is this article, Fof 
the King at Tables, Chess, is.c. ibi s. tfff d.** 

The names of the Chess-men in the reign of Henry 
Via, aocofding to a passage in a book printed in 1519, 
werelCynges, Quyens, Alfyns, Knyghtis, Rokis, and 
Pauoys. 

(" Chess/' FoI. II, p. 98 and 3i).) * 



Digitized by Google 



vi 



PMMFACE. 



place : in the title-page is a print from a 
coarse eagming in woodt rq>reseotin{^ a 
priest and a monk playing at Chess. Ono 

*^ third of the book is in Italian^ containing 
some account and the rules of the game : 

*^ the remainder is a collection of curious ends 
of games ' (in Spanish fititiuntf), with a 

Chess-board in the middle of v:\i h page ; 

the explanation at the top is in Italian, and 
at the bottom in Spanish : but the figures on 
the boards are so badly engraven^ that not 
one of these games is intelligible. 
*• This book is in the King^'s library ; and 
in that of the Royal Society is likewise a 

** copy, which is the only book on the sub- 
ject there preserved. I was favoured with 
the sight of another edition, by the Cheva* 
lier de Pinto, in the conimon print, also 

^* without date or place, but otherwise exactly 
like the first, except that it ends thus — 
Laus Deo. Finibse el libro da imparare gio« 
care a Scachi & delle partite. Coposto 
perDamiano Portughese. 
^* LoLU mentions this edition, and says, it 
was printed at Rome in 1324 
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Damiako, among other opinions of the 

*^orig^in of Chess, says," Altri dicanochefureno 
" doi iratelli liquali se chiamareno Liclio & 
Tirrenoy liquali afflitti con una grande fame 
per passare el tempo <S^ non patire tanta 
fame & aflittione ordernamo questo gioco & 
cosi se passarno quello infotttinio de modo 
" che con qsto gioco passaveoo ii tempo & 
non mangiaveno se non tre volte in duoi 
giorni.*' ' 

Thus trandated by Jams BawioiAum r 
Other some saye that they were two bre* 

tfaren : the one named Lidie, and the other 
** Tirrhene, who, beinge aiSicted with great 

hunger and faniiae, did invent this playe ; 
" to the end, that in playingeof it, they might 
*^ employe their spirites so vehemently that 

they might more easily passe the faminall 
*^ affliction : and indeede they passed the 

tyme so well, that they made but three 
** meales in twoodayes." 

The copy in the Editor*s possession was 
printed at Venice in 1564 i and is entitled ; 
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" libioda impanre a giocar a Scachi, oon j^Hliwinii ptrtit^ 

& moltc rattilttiu 
** Revisto^ et CorrettOb con tnmoMi diligeiitii» da molti toa- 

'* msini G ioeatori. 
" laliogoa Sp^nob ft lUkua^ nnovaincateStaiBpttOk 

<« In Venetia— Appitsao Steffaoo Zazzara." 

BLD.tXIin. 

It ii divided into ten chapters : the Jirs/ con- 
tuns the names of the pieces^ their sitoationsy 
and some general rules ; the second is entitled 

Ikl ^rimo modo di giocar e^'' the jirst me- 
thod of playing- \ that is^ beg^inning' with 
the King^s pawn : the fhird chapter treats 
of the second method of playing ; i. e. be- 
ginning with the Queen s pann : in the 
fourth is inserted the method of playin|^ when 
the odds of the pawn for the move are given : 
the ffih contains games in which the pawn and 
move are given : the sixths games in which 
the Knight is given iur the pawn and move \ 
all these games aqypear to be entitled to unquali- 
fied approbation : the seventh chapter ccmtains 
games in which the Knight is given : in the 
eighth chapter are inserted the subtle moves 
tratti suttiir* J called, in "vulgar' 'Spanish, 
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primore5$ they are sixteen in number: die 

ninlh chapter contains his well-known ends oi 
games ; these Damiamo calls Giochi de i 
fiartifi they are in number sixty-eight: 
the ienlh and last chapter contains the Ele^ 
meats of the Art of Playing without seeing the 
Board, 

Of these ten chapters the Editor has trans- 
lated only seven : he has not translated the first 
chapter, from a belief that it contains nothing 
that is eith^ instructive or entertaining. In 
speaking" of the pawns ^ Damiano says, " El 
movimento della pedona c la prima volta an- 
dare tre case se vole but no doubt he in- 
cludes tlie square on which the pawn is origi- 
nally placed. 

The eighth and ninth chapters the Editor has 
omitted^ from a conviction, that, all Damia* 
no's subtle moves" and ends of games have 
already been published. They are to be found 
in the works oiLoUi s Dr. Ercole dal Rio^ 
treatise ; Cozio^ and Stamma $ and in les Stra* 
tag^mes des Echecs^ &c. 

The degree of skill which is conspicuous in 
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the greater nmnber of these esfds of garna 

* 

cannot be surpassed. 

It is rather sin j^ilar that Mr. Twiss does not 

mention DAMrAW0*s directions for /i/ay/ng' with^ 
out seeing the board*. In the copy which is ia 

• The following players arc recorded as having excelled 
ill the art of playing without seeing the board : 
Buzeccay a Saracen | 
Dr. Sakio ; 

MangtoHm, of Flormce ; 
Paolo Boi, of Syracuse ; 
Zerotw ; "J 

Medrano ; > all Sj>aniard4 

and 

PMidor. 

Kviixtcr, in hi« account of Ttin'n, In 1749, say;?, 
*' Tlic laic Father Saa hU ri of Turin was a remarkable 
" in^titicc of the strength of human understanding, par- 
<* Itcularly that faculty of the soul, wc term memory. 

He could play at Chc^s with three diflferent persona al 

the same time, even without seeing any one of the 
" Chr<(ts-boards. He required no more than that hb 
« *,ul)-tiiuie sl.ould tell him what piece his antagonist 
«* had movetl, and Siuchicn could direct what slop was 
« to be taken on hi* side, holding at the same time con- 
«* versalion with the company present. If any dispute 

awsc about the pUcc where any piece should hc> he 
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the Editor's possession, these ditectiom occupy 

several very closely printed pa^^: they are 
entitled Dell arte del giocaxe alia mente*" 

The greater part of Damia^no's treatise was 
translated into English, and published in Lon- 
don in the year 1662 : it is entitled The 

pleasaunt and wittieplayeof the Chcasts renew* 
ed* Lately translated out of Italian into French, 
and nov set furth in Englishes hy James 
Rowhothuni. Printed at London, 1562/* 

This work is exceedingly scarce : the only 
copy that the Editor ever saw, is in the pos* 

** could tell every move that had been made nut only 

*^ by himself^ but by his antagonist from the beginning 
Qi the game ; and, in this manoer, incoDtesiably decide 
the proper place of the piece. This uncumtnon dex« 
tcritf at the game oC Chess appeaii to me slinost 
the giealest instance that can he prodneed of asniprts* 

** log mmotf*' 

Fmimf9, ** Father iSBOcftten, Leeturarof Mathema- 
ticks in Pavia, played to perfection on fouf Chess- 

** boards at the same time." 

If these accounts be accurate, Socc^ieri's talents in that 

department were umiiicstkMiably superior to those of aof 

other Chess-pla^rcr* 

b 



r 



Kit . i'MBPACE. 

mmom qt^UxmM.J^ Tk^i^povlj son of 
the hoid Audlef • 

• The Hon. G. J. TucUet has a remarkably valuable 
collection of Chess-books : he possesses also a vtry acaroe 
nd emieua %ook -coBlfiiiMiig « detfyipCiMi ^ a fguat to be 
fUyed OQ A hotrd wkti fqum <9). 

It is prwted in hhck let ter^ aod entitled* Tbi» iQPil 
aucient aiul learned playe, called the Philosopher's |pan|e% 
invented fur ilic honest recreation of studciils, and other 
soherpersoijs la passing; the tcchoii> of tymc, to the release 
of their lobouzi and the execcise a£ their willci* by 

' It b^ns that : ** That mpst^ anncifi^t jand learned 
Playe called the Philosopher's game, being in greek 
.termed ^ u$f^opi«t;^^ is as much 43 to aaye in li^i^^iifbc 

the baueli of numbers," &c. At the end is : ** Prynt- 
cJ at London by Rowland Hall for Jaincs Rowboliiuin, 
and arc to be solde at his shoppc in Ciueps»id<v und^ 
^wpcbiifch. 1663. 

Ali tlMnnMoagins to tlw gw 
for reasoo yoo oiaj bye : 
A» the Buoke sbop under Bofsburcb 
in Clbt|iesida rsdfljrc.*^ 

( a) Tham i» another copy iu lhs» Muji^t)'> library^ bul it wanU 
theijilc, 
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LOPEZ. 

The ^rsi edition of Ruy-^ho^z was printed 
in 1561 : it it In SpRntrii^ and isr entiM 
*' Libro (lela Invencion liberal y Arte del jueg-o 
dtl Axfidraz, por Buy-Lcpa de Sigura, do* 
rigo, vcQBino ddla irilk Cafra* Dtrigida al 
muy iiiustreSeaor Don Garcia de Toledo^ ayd 

y ttajrordooio del sdfetniflsiite |irfaclpe don 
Curlotf nuMtra Sanor/' 

, It contains aazty*six games, of which twca* 
ty4biir ant fioai ikmuOmK Th^ only copy 
that the Editor erer heard of (for he did not 
set it) WM in thelibraiy of Cbunt Bndd. 

Thena h a copy of Ruy-Lope^" treatise in diii 
British Museum : it is ^nrholly in Italian, and 
VMpritvted in 1364. 

The copy in the possession of the Editor is 

a Fiench translation^ published, at Bnm^, ia 
16bb t it irns given to Bim some yews ago, by 
the Hon. G. J. Tuchet 

Although Loraz has attempted to criticise 

Damiaxo, he appears to be inferior to him in 
point of skill : yet his games are» perhaps, more 
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in5lracuvc than Damiano^ because Lopez has 
inserted a much greater number of Variations : 
and it must be acknowledged that some of 
them are exceedingly well played* 

His favourite openings seems to be, the playing" 
of the King's Bishop's Pawn two moves at the 
fourth move of the g:ame, after both parties 
have played their Kings Bishops to their 
Queens* fiisbops' fourth squares; and their 
Queens to their Adversaries Kings* Rooks* 
fourth squares. This is a species of Gambit^ 
and it is perhaps a safer g3me than the comma 
Ganibil i as the Cauibif s pd^j:ji (ciwwoi^QQwt^y 
be supported. Greco has inserted several of 
these games^ which are all extracted from 
Lopez. 

The copy which is in the British Museum 
contains many games, in which the odds of 
the pawn and move. Knight, &c. are given } 
but they do not materially differ from Damu 
ANo's. 
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SALVIO. 

This work> perhaps the best that was ever 
irritten on CheN» is eotitied 11 PuttiiiOy aL* 
tramente detto, il Cavaliero Errante, del 

" Salvio, sopra el gioco de Scacchi, Napolif 
M 1604V* The first part 61 this work contains 
an historical account of the g-ame, and nume- 
rous anecdotes of eminent players \ particular! j 
of Lsonari^ da Culri. The second part con* 
tains many games, and ends of games. 

• Lmrmlb excelled in the game of Chess at so 

early an age, that he was known by the ap- 

pellation of • the boy* He was 

at Home in the year 1614, and Rwf^hoftet 

(who had gone to solicit the grant of a vacant 
taiefice from Pope Gregory the 14tb) played 
with Leonardo two successive days, anddefeat* 
edhim« 

iMMOrdo, g:reatly distressed, immediately left 
Rome, and went to Naples, where he closdy 

e Mn TMt mentions snothsr ediliea prbllad at Na* 
pies, in I6d4, 
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applied himself for tM'o years to the study of 
Chess. He then depancJ for Cu/n\ in Cala- 
hrUi, his native place : and> learning* that his 
brother had been taken by Corsair?, he set out 
tu ran&om him. Leonardo agreed with the 
Sets, or Captain of the galley, that his brother 
should be liberated for two hundred crowns. 
The Rciswas a Chess-play er» and Leonardoyioii 
his brother's ransom, and two hundred crowns 
more. He afterwards went to Genoa, Mar- 
seilles, Barcelona, and Madrid ; and defeated 
all the most celebrated players in those cities. 
At Madrid he met with his former victorious 
opponent Ruy-Lofiezy and played with him in 
the presence of Philip 11. The result of 
this second match was very different from that 
of the ^rsi : Lconanio was the conqueror, 
and received a very valuable present from the 

Kin*:;'. 

At Lisbon he defeated an excellent player, 
called // Moro: and the King, after rewarding 
him muiulu t ntly, bestowed upon him the title 
of hm^hi Krratii. 

On his return to Italy, ho met with the re- 
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nowiied jRk>/# Sm"^, and eoHtmicUd mi^ kim 
ihfee micoesife Antj^i PaohSoi phjr«4 As 

Gambity and Liconardo took and supported tho 
Gambif s pawn. TheArat twdday6€Mli^Aa»^ 
^Amp won an equal number of g-ames : on the 
third, Paolo Bet was conquered ; but Sfdirio 
acknowledges that he was indisposed* 
■ It is remarkable that these two celebrated 
{itajreri periehed by pokon. Leomtrdo JVAt 
poisoned jp llie prface of Priiee Sisigwaao^ im 
Calabria, at the age of tbrty-fiiz. Paolo Bot\ 
at the ago of seventy, waa poiwHiad^ip 1-69^ 
by his servant, who knew him to be very 
opulent. 

With very few exception, Salyjo's games 

are admirably played : all his Gambits have 
been imitated, and even copied, by every player 

who has written on Chess 5 even by Greco and 
Philidor. 

* Pooh Btn was a native of Syracuse in Sicily. He 
was taken by an Algerine Corsair, and sold for a stave. 
His master discovered his great skill at Chess ; and having 

won considerably by his lessons and advice, he made him 
a present ot a, tliousaoU zechins, and gave him his liberty* 
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Tbft gwta/t ao well known by tht namt of 

SaIvio\ Gambit^ is remarkable for the num^ 
ber of its Variations; all of which exhibit 
peaX skill : but, nevertheless, it certainly is not 
so instructive as tbej^ambit in which the attack* 
in^ player sacrifices his King's Knight. 

Taa Editor again expresses Us belief^ 
that the works of these three eminent players 
will be found to be entitled to the approbation 
of Chess-players in general : and with this 

pleasing hope, he submits the translation to the 
Public. 

QnccB Street, Bloomsbniy* 
April isia. 
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FIRST q^A^ 



IF. K. P. two squares. ' 

A. Thesamc,*,. . ' ■ : iV'; JI j :M O "\\ 

• • „ *■ • 

K. Kt. to its B. thif^ square* 

B, The same* « 

3- 

K.KttakesK.P. 
The same. 

IF. Q. to her K. second square. 

B. 'lhei>ame, {a} 

5. 

/r. Q. takes K. Kt. 
B. Q. P. one square. 

■ 

(9) Tf be sliould retire his Kt., you must piny your Kt. lO 
iiis Q. B. ihifii square, and ^ou will capture bis t^ucen* 

B 




2 DAMIANO. 

6. 

JV. Q. P. two squares. 
B. K. B. P. one square. 

7. 

IV. K. B. P. two squares. 
B. Q. P. takes K. Kt. 

8. 

W. Q. P. takes Q. P. 

B. Q. Kt. to Q. second square. 

TV. Q. Kt. to its B. third square. 
B. K. B. P. takes the l^ ou its K. fourth square. 

10. 

fV. Q. Kt. to adversary's Q. fourth square. 
B* Q* to her third square. 

11. 

IV* K. B. P. takes the P. on the adversary's K. 
fourth square. 

J5. Q. to her B. third square. (Jb) 



(b ) If he take your P. with his Kt.» you must play your 
Q. B. to its K. B. fourth square, and he caunot avoid tlie loss 
of a piece ; and if he take it with his Q., you must exchange 
Queens, and theo take his Q. B. P. by check, and you will 

win R. 
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12. 

K. B. to adversary's Q. Kt« feurtfa aqnare. 
B. Q. to ber B. fourth square. ( cj 

13. 

IV. Q. B. to its K. third square, (d) 
B. Loses his Queen* 



VARIATION of this GAME, 

JB^^iimmg cU Uie etecentk nwue qf Ute Black, 

U 

W. K. P. two squares^ 
B, The same. 

W. JT. JS. to tte B. tkM'iqme. 
B. Themme* 

3. 

W. K. Kt. tak^ K. P. 
B. Tke jtaiue. 

4. 

W. Q. to her K, second $fmre, 
B. Themm. 

W. Q. tote JT. Kt. 

B. Q. P. ofie square. 



(e) He cannot take your K. B. wiilioat lodog bU Queen. 
• (dj You oaay likewise move your Q.Kt. P. two aqaares. 

B S 
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6. 

W* Q. P, two uquam. 
B. B» P. ofieKMoret 

7- 

W. K. B. P, tiro squarca. 
B. Q. P. taket K, Kt. 

B. 

W. Q. P. take9 Q. P. 

B. Q. JTt.foQ. Mconcijgiiare. 

D. 

W. Q. JTLfoffyB. tjltnij^ttarv. 

B. i^. B, F. iuAti iAti i\ on its K. fourth square, 

10. 

W. Q. ii^^ <o ad&ma};y*« Q. fourth 9fmf€, 
B« Q. to Aer lAird «giMit«. 

ii: 

W. jr. B. P, falMf iheP,^lh$ odbcrMyy*t jWtft 

\B. Q. to her B. fourth square. 

12. 

IF. Q. B. to its K. third square. 

£. Q. checks on her R. fourth squitre. 

13. 

IF. Q. B. interposes, (a) 
3, Q. to her B. fourth square. 



(a J It would save time if the K. Kt. P. were moved 
two iquaieiy instetd of iuterpouog the Q. B. 
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14. 

W. Q. Kt. P. two squares. 
Q. to her B. third square. 

15. 

W. K. B. to adversary's Q. Kt. fourth 

B. Q. to her K. Kt. third scjuare. 

16. 

Q. takes Q. 

K. R. P. takes Q. 

17. 

W Q. Kt. takes Q. B. P., and checks. 
JS. Loses Q. R. aod the game. 
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SECOND GAME. 

K. P. two squares. 

The same. 

2. 

K. Kt. to its B, third square. 
JS. Q. Kt« to its B. third square. 

S. 

W. K. B. to iu B. fourth square* 
JB* The same. 

4. 

W. Q. B. P. one square. 
. B. K. Kt. to itft B» third square* 

5. 

W^. Q. P. one square. 
B. The same. 

6. 

TV* K. R. to its B. s(|uare. 

Q. B. to adversary '& iv. Kt. fourth square, (a) 



(m) If be plmy his Q. B. to its Q. Uiird tqaare, ^roo roost 
dcluttige Biibo|% tiA ttMoaofejov Qatcn to bet Kt^tbinl - 
iqiiire. 
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7. 

tF. Q. to her Kt. third square. 

B* Q. Kt. to its R. fourth sc^uare. 

8. 

/T. K. B. takes the K. B. P., and checks. 
B. K. to his B. square. 

9. 

TV. Q. to her R. fourth square. 
B. K. takes K. B. or {b) 

10. 

JV. Q. takes Q. Kt., kc. 



(b) B. Q. B. P. floe squafe. 



IF. Q. lake» Q. Kt., &c. 

(e) It would be much better to moftt the K. KL to ed- 
Yeisary't K. Kt. fourth squtre, and then to tdvcmiy't K. 
third squaie* 



10. 

JV, Q. Kt. P. two squares, (cj 
B. K. takes K.B. 

11. 
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THIRD GAME, 



fV^ K* P. two squares. 
The same. 



2. 

fVn K. Kt. to its fi. third square^ 



K. B. P. one scjuarc* 

IV. K. Kt. takes K. P. 

B. K. B. P. takes K. Kt- 

4. 

W^. Q. checks on the adversary's K. R. fourth 



5. 

JV. Q. takes K. P., and checks. 
£. Q. to K. second square* 

6. 

IV, Q. takes K. R. 

£. Q. takes K« P., and checks* 

. • 7. 
/f". K. to his Q. squarei &c* 



square. 



K. Kt. P. one square. 
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VARIATION of this GAME, 

Begmmng tU the fourth move qf the Blacks 

1. 

W. JT. P, two nqMsru* 

B. 2 Vie sante^ 

W. A'. Kf. to its B, tturd sqtMte, 
B. K. B, P* one ignore. 

W. K, JD. foto X. P. 

4w 

3. K. to his second squftre. 

5. 

/f^. ukes K. P., and checks. 
B. K. to his B. second square. 

6. 

IF. K. & checks on its Q. R A»orth squar^. 

B, K., to his Kt. tliii tl square. 

7. 

/r. Q. gives check on the adversary's K. B. 

fourth square. 
B. IL to his K. third square. 



r 
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8. 

JV, Q. P. one square, checking by discovery. 
K. Kt, P. two s(^uares. 

fV, K» R. P. two squares. 

B, Q. P. two squares. 

10. 

W. K. R. P. takes K. Kt. P./ and checks 

with the Rook and with the Pawn, (a) 
B. K. to his Kt. second square. 

II. 

IF. Q. checks on the adversary s K. fourth 

square. 
JB. K. Kt. interposes. 

IS. 

K. R. p. takes K. Kt 
B. Q. takes K. R. P. 

13. 

tV. Q. takes Q. 
- J5. K.UkesQ. 

14, 

/F. K.B. takes Q. P., and White remains with 
seven Pawns against four. 



(a) If, instead of this move, you were to play your Q. to 
his K . B. i>f coiui >i(^uarey be could uot nvoid bomg checkmated 
in three moves. 
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VARIATION of this last GAME, 

B^tmiuig the ria^h nme <^ ike Black* 

U 

W. K. r. two squares. 
B. The same, 

2. 

W. K, Kt, to its B. third square* 
B. K^B, P»cne equare* 

3. 

W. K. Kt. takes K. P. 
B. K. B. P. takes K. Kt. 

4. 

W. Q. cJiechson the adveraary^s K. fourth square^ 
B. to his second sqtiare, 

5. 

W. Q. takes K. P., and cheeks. 
B. K. to his B. second square. 

6, 

W. K. B. checks on the Q, B. fourth square, 

B, Q. F. two squares. 

7. 

JV^ K. B. takes Q. P., and cliccks. 
B. K. to his Kt. third square. 

K. R. P* two squares. 

B. K. 11. P. one square. 
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9: 

IV, K B. takes Q. Kt.P. 
B. K. B. to its Q. third square. (^0 

10. 

JV, Q. to adversary's Q. R* fourth square. 

jB. 1^1 ust lose a piece. 



( oj He cannot take your Bishop without being checkmated. 
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FOURTH game; 

WEEN'S OAHBIT. (mJ 
1. 

IV. Q. P. two squares. 
B* The same. 

£. 

fF, Q. B. P. two squares. 
B. Q. P. takes it. 

3. 

W. K. P. two squares. 

B, Q. Kt. P. two iiquares. 

4. 

Q. R. P. two squares. (Jb) 
B. Q. B. P. one square. 

5. 

fF. Q. R. P. takes Q. Kt. P. 
B. Q. B. P. takes Q. R. P. 

(a) The circumstance ofDAMlANo's teachiog the Queen's 
Gambit in tbe l6tb century, is a proof that Stamma (who 
laved in the IStb centurjf) did moi invent it. Philidor seems 
to Inf c adopted that crrcMwoiis opauoo^ as he calls it *' Le 
Qambit d'Akp ^ heeamtt Stamma was a native of Aleppo. 

(h) If be take your Q. R. P. with hisQ. Kt. P., yoa most 
talw his Q. P. with yoarK.B., and then move your Kt to 
HsB. third sqnaie» and jour gamewill bemnch mperiortQ 
hit. 
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6. 

jr, Q. Kt. p. one scjuare, 
B. Q. F. takes it. 

r. 

jr K, R takes Q. B. P., and checks. 
i>. Q. B. interposes. 

tr. Q. takes the P. on her Kt. thiiU square. 
B. Q. B. takes K. B. 

9. 

I!'. Q. takes Q. 13., and checks. 
£, Q. interposes. 

10. 

// '. Q. takes Q. 

Q. Kt. takes Q,, &c. 



TmtKMf fir haf JTsm 



IT. Tbesne. 



/r. k. B. ?. CTO i^B8& 

B. K. Kl takci K. P. 
Ibmlli ^qunc: 

4. 

Jl. K. Kt P. OM square. 

IT. Q. take» K. P., and fW^* 

B, Q. interposes. 
Q.takctK.R. 
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6. 

JB. K. Kt. to adversary's K. Kt« third square^ 

checking by discovery. 
ff^. K« B. interposes* 

7. 

B. K. Kt. tekes K. R» 

fr. Q. to adversary's K. fourth square, and 

Black cannot avoid losing his Kt. after 
an exchange of Queens has taken place* 



FIRST VARIATION of this GAME, 

Beginning <U the third more qf the Black, 



I. 

B. IT. P, two square* 
W. T7«? same. 

B. lu Kt, to ilurd square^ 
W* K. B. P. two »quaT€8n 



3. 

B. K. P. takes K. B. P. 
TV. Q. P. two squares. 
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4. 

B. K. Kt. takes K. P. 

fF. Q. checks oa the adversary's K. R. fourth 
Bquare. 

5. 

J5. K. Kt. P. one square. 
fF, Q. checks on the advenary's K. fourth 
square. 

6. 

B, Q. to her K. second square. 
/F. Q.take»K.Ik 

7. 

B. K. Kt. to adversary's K» Kt thiid square, 

givinof check by disco V^y. . 
/F. K.B. interposes. 

9. 

B. K. Kt. takes K. R. 

Q. to adversary's K. fourth square^ &c. &c. 



VARIATION of this last GAME, 

Begiming ait th0 nomUh mooe <|f the Black. 
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ft. 

W« JT. B, P. two squares, 

3. 

B. K, P. takes K. B. P. 
W. Q. P. fioo jgiMirer. 

4. 

B. K, Kt. takes K. P. 

W. Q. cAeclcf on (/le iC. fourth square, 

5. 

B. J& JD(« P. one sgvare. 

B. Q. to A^r iT. second «giiar«. 

T. 

2. Q. checks oa the adversary's K« E. iburth 
square* 

fF. K. to Q. square. 

8. 

B. K. Kt to adversary's K. B* second square, 
givmg check. 

IF. K. to his second square. 

9. 

B. K. Kt takes K. B* 

XK. Q. to adversary's K. fourth square, giving 
check. 
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10. 

K. B. to his K. second square. 

H\ Q. takes the P. at her K. B. fourth square; 
and you will wiu his Kt. whether the 
Black exchange Queens or not. 



ANOTHER VARIATION of the same 

GAME, 

M^imm^ gi th§fimrik moes tfiha IHadlr. 

B* X» jp* two sjaans* 

W. J%esame» 

f. 

B* K. Ki. foB. third njpMire* 

3. 

B. K. P. idket K. B. P. 

4. 

B« K. Kt. P. two squares* 
fFm K. p. one square; 

5. 

B. Q. to her K. second square. 
fF. The same. 

CS 
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6. 

B. K. Kt. to its Q. fourth iqiiait« 
JF. Q* B* P. two squares. 

7- 

B. Q. gives check at ad venary*s Q. Kt. fourth 

square. 

/F. K. to fi. second square. 

8. 

B. K. Kt. to its K. second square^ or its 

Q. Kt. thud square. 
fT. Q. gives cbeck at adversary s K. E. fourth 
square. 

B. K. to his Q. square. 
fF. Q. takes K Kt. P., and afterwards die P. 
at her K. B. fourth square ; and you have 

a much ^upciior game to ^oui adver- 
sary. 



VARIATION of this last GAME, 

Meginmng at the seventh move of the Black, 

I. 

B. £• P. two WpUBKftt^ 
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II. 

B. K. B. takes K. P. 

'IT. KU toadvenary's K. B fourth square. 

18. 

B. Q. to her K. B. third square. 
tr. Q. B. takes K. P. at ite K. B. fourth 
square. 

la. 

B. Q. takes K. Kt. 
#r. Q. B, takes K. B. 

14. 

B. K. R. to its Kt. square, (a) 
W. Q. B. to adversary's Qp third square, giving 
check by discovery* 

15. 

B* K. to his B. second square. 
XT, Q. to adversary's K. second square^ giving 
check. 

16. 

B. K. to his Kt. third aquarCb 
IV. Q. to her K. third square. 

17. 

B, Q to her K. Kt. fourth square, (b) 
W* K. B. checks on his Q. third square. 

{%} GutiiQgkMobfkNialjs bettor mofc»tlist lie are wsfw 
sealed a i«|ipQiiii| it wee not cmloinaigr te ceitle wlm 
DAMiAMopabliilied hktfeetiie. . 

{h) HeceonottekeyoiirBidiopwHIiQatkMiDglibQii^ 
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18. 

B. K. to his 11. fourth square, (c) 

fF* Q. fi. to its K. B. fourth square. 

3. to her K. B. Aird squaie. 

/F. K. R. to its B. square. 

20. 

B. Black muat he checkmated in a few mom. 
If be take your Q. Kt. P. with hisQ., 

your best move is your Q. B. to jo^r 
adversary's K. iburth square. 



( e) He would lose lus Queeo wer« be to pia^ Uis iiLuig to bit 
Book's third square. 
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SIXTH GAME. 

Teaching the Method of Platting when the Odds 
of Fawn and Move arc ghen. 

m 

!. 

/F. K. P. two squares. 
B. Q. P. one square. 

fF* Q. P. two squares. 

£• K. Kt, to B. third square. 

« 3. • 

IT. Q. Kt. to B. third square. 

B. K. P. two bquares. 

4. 

JF. Q. P.takesK. P« 
B. Q. P. takes Q. P. 

IV* Q. takes Q., and checks. 
B. K. takes Q. 

6. 

W. K. B. to Q. tliird square. 
B* Q. B. P. one square. 

7. 

JV. K. Kt. to K. second square. 
K« to Q« B. second square. ' 
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8, 

K. Kt. to its third aqum. 
£. Q. B. to its K. third siyuaze. 

9. 

W, K. to his second square. 

JB. B. to adveisaiy's K* Kt. foarth squartp 

and checks. 

W. K« B. P. one sqvare, interposing. 
Q. B. to K. third square. 

W. K. R. P. one square. 

JB^ Q. Kt. to Q. second square* 

12. 

W, Q. B. to third square. 
£. K« B. to adversary's Kt fonrtfa square. 

IS. 

/F. Q. Kt. to Queen's square. 
£. Qi B. P. one square* 

14. 

W. Q. B. p. one square. 

K. B. toiU Q. K. fourth square. 

U. 

W. Q. Kt to K. B. second sqnara 

Q. B. P* one square. 

16. 

W. K. B. toQ. B-eecond aquam. 

B. Q. Kt. P. two squares. 
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17. 

fF. Q. R. P. one square. 

B. K. li. P. two squares. 

18. 

/F. K. R. P. one square. 

jB. K. B. to Q. Kt. third square. 

19. 

/F. Q. Kt. to iu K. R. third square. 
£. Qp B. takes the Q. Kt. 

W. K. E. takes the Q. B. 

ft 

D AMI A wo leaves off at this move ; and o\h 

serves, that the Wiiite has decidedly the best of 
the game: this is true; but, nevertheless, it 
does not appear improbable that a superior 
player might draw the game. Upon the whole, 
thi^ game is well played, with the exception of 
the Black*s ninth move. The check with the 
Queen's Bishop is very exceptionable ; instead 
of that move, the Black ought to play Q. Kt. to 
Q. second square. It appears, also, that White 
plays ill in moving K. R. P. one square (move 
11 th). It were better to move it two squares, 
as, in that case, he would not he obliged to 
hit 0 mffve by playing it to its fourth square 
which he b compelled to do at the eighteenth 
move. 
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SEVENTH GAME. 

Showing the Method cf Playing when the 
Knight i$gioenf9r the King*9 Biehop's Pawn. 

1. 

J3. K. P. two squares. 

IF, K. P. one square. 

2. 

B. Q. P. two squares. 

h . The liame. {a) 



(a ) This is ao exceptionable move ; as BUck may play 

3. 

B. Q.totdwffni7^|L.B*terdiiqiive>SDdchiGka» 

4. 

iJ. Q. to adversary's K. fourtli square. 
W. K. K.t. to B. third square. 

5. 

B. aB.to«dvem7'tK.iltl(NirthaqiiaM. 
W. K. B.toKt.ieeoiMl tqusic 

6. 

B. K. P. takes Q. P. 

W* Cannot take it, aud tberefore has a bad game. 
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3. 

B. K. P. takes Q. P. 
fr. K. P. takes K. P, 

^ives check on the adversary's K, R, 
fourth square. 
I K. Kt, P. one square* 

5. 

B. Q. gives check on the ad v er^arj 's K. fourth 
square. 

Q. interposes ; and forces an exchange of 
Queen 8^ 



V ARIATION of this GAME, 

Be^nnning at tiie third move qf tlte Black. 

B. A'. P. twasquam, 
W* K. P, one ignore. 

2. 
3. 

K. P. one square. 

^A'. Q. B. P, two squares. 
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4. 

B. Q* B. P. one square. 
Q. B. P. takes Q. P. 

5. 

B. Q. B. P. takes Q. B. P. 
/r. Q. Kt. to its B. third square. 

6. 

B, K. 6. to its Q. third square. 

Q. Kt. takes the P. on the advefsary's Q, 
fourth square. 

7. 

B. Q. to adversary's K* R. fourth square, giv- 
ing check. 
fF'. K. to his Q. second square* 

8. 

B, K. B. takes K. P. 

. Q. Kt. to adversary's Q. B. second square^ 
giving check. 

9. 

B. K. to his Q. square, (a) 
JV. Q. Kt. takes Q. R., &c. 



(a) It is almost uecdless to obienre Ibat he cannot takft 
your £jii^t wtthoiU loiiDg liif QaiMa 
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VARIATION of this last GAME, 

1. 

W* K. P« one oguore. 
B. Q. P« fioosqiiaraf. 

B. £. P. 0M«9iMi«. 
W. Q. B. P. Iioo «9iMipe». 

4. 

B. Q. B. P. one sqiipre. 
W. Q.B.P.%akmQ.P. 

5. 

B. Q. B, P. to/ce« Q. B. P. 

6. 

£. K. Kt. to its B. third squan^ or Q. B. to 
its K« third square. 

W. K. B. to adversaria's Q. Kt. fourth square, 
giving check« 
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7. 

B. Q. B. to its Q. second square. 

IV. Q. to her 1^. fourtli square, and the Black 
must exchange Queens, to avoid losing 
his Queen's F^wn; in which case the 
White has a decided advantage, (a) 



(•) If, wbeo yoo give check with your King's Biibo|i^ be 
thouldf imlMii qf playiiV hbQaeeii's Biaiiop to it* Qmcd'a 
tecood iqvan^ loovelib King to hisiecoiidiqnai^ ^ 

r. 
a. 

B. Q. to her R. foarth sqaare. 
W, Q. B. to iU Q. ^conil square. 

9. 

Q. to her Kt. third aquare; and if, at the eighth raov<», he 
jbonld not play hi!? Queen to her Rook's fourth square, you 
alKwld play your Queen's Bishop to its Rook's third square, 
and then take bb Kin|^i Bilbop; ia eitkwr caae jpour gune it 
nndi beUtr Uhui bli. 
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EIGHTH GAME. 

Exemplifying another Method Playing when 

the Qucciis Knight is given J or the King s 
Bishop* Fawn, 

1. 

B. K. P. two squares. 
)V. Q. P. one square, 

9. 

B, K. B. P. two squares. 
JV. K. P. two squares. 

3. 

B. K. B. P. takes K. P. 
IV. Q« gives check on the adversary's K» IL 
fourth square. 

4. 

B, K. Kt. P. one stjuare. 

fV, Q. takes K. P.^ aad checks. 

5. 

B. Q. to her K. second square. 

fV* Q. takes tlie P. at her K. fourth square, (a) 
and forces an exchange of Queens. 



(aj This is oliviously a mbtakc, because White can take 
K. K. without incurriog the least daogei; 
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VARIATION of tWf GAME, 

Beginning at the second move qf the Blacks 

B. K, P. (100 squares* 
W. Q, P. one Ajtiorf, 

-B. Q. P. two squares. 

IV, K. Kt. to its B. third square. 

3. 

B. K. B. to its Q. third square, fa ) 
W* K. P. two squares. 

4. 

'B. Q. B. P. one square* 
W. Q. B. P. two squares* 

A Q. P. one square. 

W. Q. B. to adirersary's K. Kt. fourth square. 

B. K. B. P. one square. 

TV, Q. B. to its K. R. fourth square. 

( a) If he push his King s Pawn one square, you mast take it 
with your Queen s Pawn; ami if be retake with fab QMeii»s 
Pawn, eichange Quecn^ end tbco more yvwr Kn^ht to hs 
Kiog't Knight fmuOk aqnu^ andyoawtU wiaaFiwiu 

D 
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7. 

B. K. Kt. P. two squares. 

// . Q. B. to lis K. Kt. tliird square. 

K. B. P. one square. 
/F. K. P. takes K. B. P. 

9. 

B. Q. B. takes P. 

U\ Q. Kt. to its Q. secoiKl square, and after- 
wards to its K. fourth square, and you 
have a very good game. 
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NINTH GAME. 

Teaching you haw to play when you reeave the 

Queen^s Knight. 

I. 

B. K. P. two squam 

tV. The same. 



a 



B, K. Kt. to its B. third square* 
Q. Kt. to its B. third square. 

5. 

J5. K. B. to its Q. B. fourth square. 
IV. The same. 

4. 

Q. B. P. one square; 
K. B. to its Q. Kt. third square. 

S. 

J3. Q. P. two squares. 

W. Q. P. Que biiuare. (a) 

B. a P. takes K. P. 
W. Q. P, takes Q. P. 



(m) Thai laofe ii cscepkidnabic, si tlie Blidc magr gsm • 



r 
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7. 

B. K. R. P. one square. 

K, Kt. to iU B. third square. 

8. 

B, Q. B. to advenary's K. Kt. feorth aqoare. 
XPl K* R. P« one square. 

9. 

Q. B. to its K. E. fourth square. 
IV. K. Kt. P. two squares. 

10. 

£. Q. B. to its K. Kt. third square, (or i) 
rr. K. Kt. takes K. P. 

This ganie appears to be exceedingly ill 
played. 



10. 

fb) K. Kt. tikes K. Kt. P. 
IK K« R. P. takes K. Kt. 

11. 

i?. Q. B. takes K. R. P. 
W, K. K. to its Kt. s^uiucw 

12. 

B, K. R. P. one square. 
IF. K. A. takes K. B. P.,aad clMcka. 

15. 

B* K. takci K« B« 
IT. K. Kt likci K. P., and checks. 

14, 

iK^K. to Us cum sqam 
W. K. Kt. takes Q, B., sad White wins eaailj. 
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ft 

tV. K. P. two squares* 

B, The same. . . , 

IV. Q. B. P. one square. 

B, K. Kt. to its B. third square. 

3. 

/r. Q. to her B. second square. 

B. K. B. to its Q. B. fourth square. * 

4. 

JV. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square, (a) 

5. 

IV. K. B. to adversary's Q. Kt. fourth square. 
B, Q. P. one square. 

e. 

TV. Q. P. two squares. 
K. p. Ukes the P. 

(•) It would* ptrlu^ be better to nmlusQiiceD tobcr 
King's fecood square. 
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7. 

rr. Q. B. p. takes the K. P. 
B» JL B. to adversary's Q. Kt. fourth square 
giving check. 

8. 

fV. Q. Kt. to its B. third square. 
Q. B. to its second square. 

9. 

/r. K. castles^ and your game is very good. 
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SECOND GAME. 
1. 

fF. K. P. two squares. 

The same. 

«. 

IV. Q. B. P. one square. 

B. K. Kt. to its B. third square. 

5. 

W, Q. to her B. second square. 
J3. K* B. to its Q. B. fourth square. 

4. 

7F. K. B. P. two squares. 
B. K. Kt. to adversary's K. Kt fourth square. 

5. 

W, K. Kt. to its B. third scjuare. 
B. K. Kt. to adversary's K. B. second 
square, (a) 

Cm) If he diodd give jfondwckbymoviiiKhis King^ft Bishop to 
your King's Bishop's second fquaie, yoo nmst imnre ywu King 
toUsseooMlsqaare; end, if be ilo not lettre his Bishop, you 
anst mw your King's Rook's Pnira one s^nnre, and yon wiU 

win a piece. If be reCiee his Bishop, you should take his 

King's Tawu witli your King'i» Bisliop's Pawn, aad you will 
liave by much the best of Uie game. 
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6. 

IV, Q. P. two squares. 
B. K- P. takes Q. P. (b) 

r. 

TV. Q. takes K. Kt. 
Must lose the game. 



FIRST VARIATION of this 6AME> 

JBcgtitntng ai the fourth mooeqf the Blacks 

1. 

W. P. two squares, 
B. Tlie same, 

2, 

W. Q. B. P. one square. 

B. A. to it9 B, third ignore. 

3. 

W. Q. to Act JB. second iquare, 

B. K. B. to tto Q. B, fourth sqmre* 



s (h) If he take jour Ka«g^t Rook witb hit Knightf jfoa 
mnit tike fait Kiiig'a Bnhop with your Queen's Pawn, and tke 
game will be decidedly m your fiiyor, from the certainty of 
your heing able to win hit Kii^i Koight ; thus pMn% two 
{Neoet foryonr Rook* 
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4i. 

W. JSr. p. Hoo Jfuoret. 

JB. K. P. takes K. B. P. 

W. Q. P. two squares. 

B. K. B. to its Q. Kt. third square* 

6. 

JV. Q. B. takes the P. on its K. 13. fourth square, 
and the White has a much better game 
than his adversary. 



SECOND VARIATION of this GAME, 

Beginning at the fourth mmseqf ihf Black. 

1. 

W. K, P* two «9iMir€t» 
B. Thi6 fame. 

S. 

W. Q. B. P. one jguore, 

B. JC £l. to tt# B. e^trd aqtHire. 

3. 

W. Q. to AerB. MMMd fguore. 

B. iC.B. totliQ. B.jiiiirtftf9iiarr. 
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4. 

\V. K, B. P. tvco squares. 
B. K. 13. takes K. Kt. 

5. 

fV. K. R. takes K. 15. (a) 
B. K. P. takes K. B. P. 

6. 

Jr, Q. p. one square. 

B, K. Kt. to its R. fourth square. 

7. 

iV* Q. to her K. B. second square. 
B, Q. to her K. B. third square. 

8. 

fV. K. B. to its K. second square. 

K. Kt. P. i)ne btjuarc. 

9- 

//*. K. B. takes K. Kt. 
B. K. Kt. P. takes K. B. 

10. 

/r. Q. B. takes the P. on its K. B. fourth 
square, &c. 



(a) It would be bad play to lake his King's Pawp with 
jour King's Bishop's Pawn, as be would take your King's 
Rook's Pawn with bii King's Bishop. 
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VARIATION of this last GAME, 

Begitmi^ at the Mvcnfft mow qf the Black, 

1. 

W. JT. P. two fquaref^ 
B. Theiome. 

W. Q. B. P. ofi« jqiim. 

B. JC. Ki* to ttf B« lAtrd aquaire, 

a* 

\V« Q. to ^ B. MeoMd Jt^tmre* 

B. £ B. to U$ Q. B. Jiwrf A «9iHir«. 

4. 

W. IT. B. P. two squareim 
B« JE:B.t(iikef £.lCt. 

W. K. R. takes K. B. 
B. K.P.take$K.B.P. 

6. 

W. Q. P. one square, 

B. K, Kt, to tti R,fimrth tquan. 

7. 

W. Q. to Aer X. B. Momd «giMMV. 
B. K* Kt. P. two squares. 
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8* 

IV* K. B. to its K. second square. 

E. K. Kt. to its secoQd square, (or, <0 

K. Kt. P. one square. 
Jl. K. P. takes K. Kt. P. 



K. Kt. to iU B. third e^iiire. 

W. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

10. 

W. K. K.. P. takes the P. on its K. Kt. third squve, 
B. K. R. P. one iquare. (or, t) 

11. 

}F. K. R. to its B. iqujuw, 



(e) B. K. Kt to Hs iqiiaie, 

11. 

W. K. R. to its B. aqtiare. 
B. K. Kt. to its R. tliiid iqnwo. 

12. 

W. Q. to her K. R. second square. 
B. K. KL to its square. 

13. 

Q. to adversar\'s K. R. fourtii square. 
B. Must lose lhe|i;aii)e. 
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/r. Q. takes K. P. 

B. K. R. P. one square. 

11. 

IF, K. R. P. two squares. 

B. K. B« P« one square, (or, J) 



(J) B, K. Kt. to its K. third square. 

12. 

W, K. R. P. takes K. Kt. P. 
B, \L, R. to its K. Kt. square. 

IS. 

W. Q. to her K. R. second square. 
B. K.R,P. Ukestli«P.oiiiuK. Kt.foiirthiqttare.^ 

14. 

W, K. B. to its K. Kt. fouitb squire. 
& Q. to licr K. second square* 

15. 

IT. Q. to advierBtiy's K. R'« second squate. 
B, K. R. to its K. Kt. second square. 

16. 

W» Q. to* adversary K. R. third square. 
B, K. R. to its K. Kt. third iiquare. 

17. 

W, Q. to adversary's K. K. s<|uare, aud ciiecks. 
B, Q. to her K. fi. square. 

IB. 

W. Q. takes Q. 
B. K.Kt. takes 

9. . « 

W. K. B. to adfcisaiy's K. B. fouith square, 4c€« 
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IS. 

IV* K. P. one square. 

B. K. Kt. to its K. thM square. 

13. 

fV. K. B. to adversary's K. R. fourth square, 
giving cbeck ; and tbe game is decidedly 

ill your favor. 

At the tweltih move of this Variation, if 
instead of playing his Knight to its King's third 
square, he should play it to its fiishop's fourth 

st^uarc^ you uiubt play as follows : 

13. 

W. Q. to her K. Kt. fourth square. 
B, K. Kt. takes K. ii. P. 

14. 

IV* Q« gives check ou the adversary's K. R. 
fourth square. 

B, K. to his B. square^ 

15. 

IV. Q. B. takes K. Kt. P. 
J3. K. B. P. takes Q. & 
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16. 

fV, K. R. checks at its K« fi. &quare« 
JB. K. plays any where. 

17. 

fV. Q. to adversary's K. B. second sf^uare, 
and checkmates. 
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THIRD GAME. 

fV. K. P. two squares. 
B. The same. 

W. K. B. to iU Q. & fourth square. 

B. The same. 

Q. fi. P. one square. 

B, K. Kt. to its B. third squareii 

4. 

-Jf^ Q. P. two squares. 
£. K. P. tOces Q. P. 

5. 

JF. Q. B. P. takes K. ?• (fl) 

K. B. to the adversaiy's Q. Kt. fourth 
8quar<^ and checks, (i) 



(m) It irottM certsUj bt better tojmih tlieKing'i Ftam 
€Be M|iiafei 

(h ) If instead uf this move he should retire his King's Bishop 
to its Queen's Knight tliird square, yoti should move your 
King's Pmtb one sqiiare, and your gpme would be better tiMB 
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Tl\ Q. B. to its Q. second squace. 



If. Q. Kt liikes K. B., &c. (c) 



VARIATION of thU GAME, 

Beg'mmng at ihs jy\k move q/^ the WbiU, 

U 

W. JT. P. fioo fgMm. 



W. Q. 5. P. one tquart. » 

B. JC. Jiit* to it$JB» third iguare. 

4. 

W. Q. P. tfco J7Ttar^»*, 
B. K.P.iaiu$Q.F. 



(e) ll ii rather tarprising that Lopez should have gim 
tlui lameai ca ^xanple ef a g«o4 opoHag liar tha WlulCp 
wboi he alUffwafdi Inaerti k aoMiig thoae In whieh he pn»« 
toes to teach the pbjcrwhahai sot the BOfc to defend hha- 
eelf properly; llieiie can he ao dottht* hmvever, ofitebehif 
<mtheiitaalioBbeleaveeit)hyfivai ftforaf the Blach, at 
lheBMyfa(he hhaielf dhacts)arthe QoeeaTePkani twosqaaica 
disunites the White's central Pawns, and Icam hie Qaeen*e 



W. K. B. to Us Q. B.J&ttrih s^uart* 
B« Tke^ame* 

3. 
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5. 

fF» K. P. one square. 

K. Kt. to adv cibary 5 K. foui Lu square, (rf) 

IV. K. B. to ftdyer^ftry's Q. fourth square* (e) 

K« B. P. two sq^c^res. (J) 

7. 

JV. K. a takes K* Kt. 
B. K. B. P. takes K. B. 

e. 

/F. Q. P. takes K. P.» and you have a good 
game. 

flf^ If he should move his Queen to her King's second 
•quare, you should take the King's Pftwa with jpour Queen's 
Bishop's Pawn. 

(e) It wouM be better to take the King's Bishop's Paim 

with your King's Bishop. 

(J) If he should take your King's Bishop's Pawn with hit 
King's Knightt yuu must take his Knight with your Kmg* 
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FOURTH GAME. 
1. 

W, K. P. two squares. 
jB. The same* 

d. 

^« K. B. to its Q. B. fourth square. 
B. The same. 

3. 

/r. Q. B. P. one square. 

JB. K. Kt. to its B. third square. 

4. 

/F. Q. P. two squares. 

JB. K. B. to Its Q. Kt. third square. 

5, 

fV. Q. P. takes K. P. 

B. K. Kt. taktis K. P. 

6. 

JV. K. B. takes K. B. P., and checks. 
JB. K. takes K.B. (a) 



(a) a, iastead of taking jfoar King's Biibop, lie ibould move 
Im King lolusBiriiop't iqaaie, jfouidistMn yi>ut Qmb If 
IwrKiii^tBialiop's ibird iquwe. 



Digitized by GoosjIc 



i 



64 Loraz. 

IF. Q» to advmary'a Q. fourth sqsasf^ smI 

checks. 
S» K. to his square* 

8. 



VARIATION of this GAME, 

Begmnmg at the nxth move qf iJut MladL 

U 

W. P. two squaru, 

t. 

W* K. B. to its Q. B./aurtb $quare. 
B* The same* 

W. Q- J?. P. one square, 

B* iC ill. to i^. i/iird #9)iai«. 

4. 

W. Q. P. fico Bqaares, 

W. P. taketK.P. 

B. K. Kt. takes K. F. ' 
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6. 

W. K. li. takes K. B. P., and checks. 

B» K, to hU second square. 

7. 

/F» Q. to adversary's Q. fourth square. 
JB. K. B. takes K. B. F.> and checks. 

8. 

fF. K. to his second square* 
B. K. B. takes K. Kt. 

9. 

fF. K. R. takes K. B. 

B. Q. or K. R. to its B. square. 

10. 

/T, K. R. to its B. square, and you have a very 
good game. 



VARIATION o£ this last GAME» 
Beginmng of lAe mgM monge^the BhA. 

W. K. P. two sqicarw. 

B. Tiie same* 

W. iK. to tit Q. Bn fourth iquoM^ 
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Q. B. P, one square* 
K* Ki. to its B. third square, 

4. 



W. Q. P. two squares. 

B. K. B. to it9 Q. A'«. third square. 



W. Q. P. tfikef! K. P. 
B. K. KL takes K. P. 

6. 

W. K* B. takes K, B. P., «n<Z t7i€c/rf. 
B. IC* to hi^ second square, 

7. 

W. Q. to adversary's Q, fourth square, 

i>. A. i>. takes K. B, P., and checks. 



W. ir. to his second square, 

B, Q. to her K. B. square* 

9. 

JV. K. B. to adversary's K. R. fourth square. 
B, K. B. takes K. Kt. 

10. 

JV. Q. takes K. Kt. 

JB. Q. to adversary's K. B. sccoud square, 
and checks. 

11. 

W, K. to his Q. square. 
K, U. P. one square. 



5. 
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12. 

fy. Q. to adversary's K. Kt. third square. 

£. K. R. to iu Kt. s<^uaie. 

13. 

W. Q. Kt. to its Q. second square. 4 

J8, Q. Kt. to its B. third a4uaie. 

14. 

fV. Q. Kt. to its K. fourth square* 
B. Q. Kt. tokes K. P. 

15. 

Q. B. checks oq the adversary's K. Kt. 

fourth square. 
K. R. P. takes Q. B. 

iV. Q. takes K. R. P.» and checks. 
B. Must lose his Queen. 
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FIFTH GAME. 

Teaching the Player who has not the Mo/oe^ to 

defend himself properly. 

\. 

fV. K. P. two squares. 
B, The same, 

W* K. B. to its Q. B. fourth square* 
JB The same. 

3. 

jr Q. B. p. one square. 

Q. to her K« second square, (a) 

Lopez has here inserted a Variation of this 

Game, be^ ill III Hi; at the thiiii move oi the liUck, 
vhich will be ibuud at page 50. 



(a) This is a very tjood move, as your adversary cannot 
DOW push his Queen's ('awn Xwo ^pj in s ; you lui^bt likewise 
bave moved your C^uetu s I'awu ouc M^uare. 
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SIXTH GAM£. 
1. 

IV, K. P. two squares. 
B» The same. 

W. K. B. to its Q. B. fourtli square. 
B» K. Kt. to its B. third square. 

fV. Q. one square. 

jB. K. B. to ib Q,. B. iourth square* 

4. 

K. B. P. two squares, (a) 
B. Q. P. one square. 



(m) Tbisiiim»cettaiiUyesceptioinbk,irBlackpb7|^ 
periy: £s.|;r. 

4. 

IF 

JB. Q. P. twosgmm. 

5. 

W. K. P. takes Q. P. 

B. K. Kt. to advemry's K. Kt. Ibuith aquatv. 

?r K Kt. to K. B» tbinl tquiiv. 

B» Q.toadf«iitiy'iK.R.Ibortbiqiiai<^tiidclwcU 
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5. 

//' K. Kt. to its B. third square. 
J3. K. Kt. to adversary's K. Ivt. tourth square* 

6. 

fr. Q. to her K. second square. 
i>. K. B. to the adversary's K. B. second 
square, and checks. 

7. 

//^. K. to bis Q. s(jnare. 
i>\ K. B. to its Q. Kt. third square. 

8. 

/r. K. R. to its B. square. 

i). Q. Kt. to its B. third square. 

n\ K. II. p. one square. 

i>*. K. Kt. to its 1). third s(jiiare. 

10. 

/r. K. B. to adversary's Q. Kt. fourth square. 
Ji. Q- li. to its Q. second square. 



7. 

M '. K. to B. s<{uare, or to liis second scjuarc. 
B. K. Kt. to attversar/s K. B. second Miimre. 

8. 

fr. Q. to K. square. 
Q. B. takes K. Kt. 

I!'. Must lose the j^aiuc. 
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IV. K. B. takes Q. Kt. 

B. B. takes K. B. 
« 

12. 

JV. K. B, P. take3 K. P* 
B. P. takes K. B. P. 

13. 

W. K. Kt. takes Q. P. 
B. Q. B. takfs K. Pt 

14. 

JV. K. Kt. to its fourtU $quarCi 
B. Must lose a, pi^e« 



I 

1 
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SEVENTH GAME- 
1. 



IF. K. P. two squares. 
B, The same. 



a 



JF, K. B. to its Q. B. fourth square* 
The same. 

3. 

fV. Q. to her K. second square. 
B, Q. P. one square. 

4. 

Q. B. P. one square. 
B, K. Kt. to its B. third square* 

5. 

jy. K. B. P. two squares. 

B. K. r. takes K. B. P. 

6. 

//^. Q. P. two squares. 
B. K. B. to its Q. Kt. thhd s(i 

7. 

//'. Q. B. takes the P. at its K. B. fourth 
square, and you ]iave the best of the 



game. 
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EIGHTH GAME. 
1. 

iV. K. P. two squares. 
The same. 

/V. K« B. to itsQ^ B. fourth square. 
B. The same* 

IF. Q. to her K. second square. 
JB* Q. P. one square. 

4. 

fF. Q. B. P. one square. 

B, K. I\t. to its B. third square. 

5. 

IT, K. B. P. two squares. 
B. K. B. takes K. Kt. 

ft 

IF, K. R. takes K. B. 

B. K. P. takes K. B. P. 

7. 

JV. Q. P. one square. 
B* IL, Kt. P. two squares. 
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8. 

K. Kt. P* one square. 

B, K. P. takes K. Ivt. P. 

9- 

W, Q. B. takes K. Kt. P. 
B. K. P. Ukes K. R. P. 

W. Q. takes K. R. P. 

B. K. R. to its Kt. square. . 

11. 

* 

W. Q. B. takes K. Kt. 

B. K. R. takes K. and checks^ 

12. 

» 

W. Q. takes K. R. 

B. Q. takes K. B. • 

13. 

IF, Q. checks on the adversary's K. Kt. 
square. 

B* K. to his Q. second square. 

14. 

/r. K. B. takes K. B. P, 

J3. Q. to her K. second square. 

15, 

fV. Q. takes K. R. P.» and jpouf game if mucb 
better than your adretsary's. 
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VARIATION of this GAME, 

B^fimiing at the tenth ifMwe i^ lAe Bladtn 

U 

W. K. P. itvo squares. 
B* The same. 

2. 

W. K. B, to its Q. B, fourth equare* 
B. The same. 

5. 

W, Q. io tier K. second equarem 

4* 

W. Q. B. P. one «guare. 
B. iT. J^lt lo tCv i^. third $quam 

5. 

W. X. B. P. ti i-<) squares. 
B. K. B. takes K. Kt. 

6» 

B. JC* P. toftc* JT. B. P. 

7. 

"W. Q. P. one square. 

B. jK. Kt. P. tivo squares. 

8. 

W. A'. Kt, P. one square. 
B. K. P. takes Kt. P. 

W. Q. B. takes K. Kt. P. 
B. K. P.takesK.B.P. 

P 
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8. 

W. K. Kt. P. one square. 

B. K. P. takes K. Kt. P. 

9. 

W. Q. B. takes K. Kt. P. 
JB. K. P. Ukes K. R. P. 

10. 

IV. Q. takes K. R. P. 

B. K. R. to its Kt. square. 

11. 

W. Q. B. takes K. Kt 

K* R. takes K. R«» and checks* 

IS. 

W. Q. takes K. R. 

B. Q. takes K. B. 

IS. 

W. Q. checks on the adversary's K. 
square. 

fi. K. to his Q. second square. 



Kt. 
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NINTH GAME. 
1. 

n\ K. p. two squares. 
B, Hieamme. 

2. 

W. K. B. to its Q. fi. fourth square. 
B, The same* 

3. 

IF, Q, to hc4 K . second square. 
£. r. one square. 

4. " 

fl^, Q. B. P. one square. 

B* Q. Kt. to its B. third square. 

5. 

fF, B. P. two squaies. 

B. K. P. takes B. P. 

/T. Q. P. two squares. 

B, Q. to adversary K, R. fourth S4|uarc, 
aojd checks. 

7. 

fFl K. to his Q. square. 
B. Q. B. to adversary's K.. Kt. fourth square. 

P ii 
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8. 

IV. K. Kt to its B. third square. 
B. Q. B. Ukes K. Kt. 

9. 

W. Q. takes Q. B., and White has a very good 

game. 

VAfilATION of thu GAME, 

Beginning at the seventh move qf the Blocks 

U 

W. K. P. 1100 squartB. 
B* JTiesame, 

8. 
3. 

W« Q* J9. P« one jgifcvtf. 

B. Q« JB« to Ht j9. Ifttrd ^^uorv. 

IV* MCm B» P* liDO i^pMm* 
B. &P.tal«ijCB.P. 
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6. 

W. Q. P. taw jgiiaret. 

B. Q« to advenary'i K, B,f<mtUi s^piare, and cftider. 

7. 

W» JT. to his Q. square. 

- B. K« B. to its Q. Kt. third square. 

8. 

H^. K. Kt. to its B. third square. 
B. Q. to adver&auy 's K. Kt. fourth square. 

9. 

IF. K. R. P. one square. 

JB« Q. to adversary's K. Kt. third square. 

10* 

IF, Q. Kt. to its Q. second square. 

B. K. Kt. to li. third iiquare. 

11. 

fF, K. R. to its K. square. 

B. K. Kt. to its R. fourth square. 

18. 

K. P. one squarei ftc. 
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TENTH GAME. 

u 

W. K. p. two squares. 
B. The same. 

K. B. to its Q. B. fourth square. 

Tbe same. 

3. 

W. Q« to hex K. second square* 

B, Q. P. one square. 

4. 

W. Q. B. P. one square. 

£. Q. Kt. to its B. ihird square. 

5. 

W. K. B. P. two squares* 
B. K. B. takes K. Kt. 

rr K. R. takes K. B. 
B. K. P. takes K* B. P. 

7. 

W* Q. P. two squares. 

B^ Q. to adversary's K. R. fourth square, 
and checks. 
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8. 

IV. K. Kt. P. one square. 

J3. K. P. takes K. Kt. P. 

9. 

fV. K. R. takes K.P. 

A K. Kt to its B. third square. 

10. 

fF. Q. B. to adversary's K. Kt. fourth square. 
B. Q« to her K. R. fourth square. 

11. 

fr, Q. to her Kt. second square. 

B0 K. Kt. to adversary's K. Kt. fourth square. 

12. 

jr, Q. B. to its Q. second square. 
£. K. Kt. takes K. K. P. 

13. 

/F. K. B. to its K. second square. 
jB. Caonot avoid losing his Knight. 



ELEVENTH GAME. 

1. 

fF. K, two squares. 
The same. 

fV. K. B. to its Q. B. foui til bt^uare. 
£, Q. B. P. oue square. 

5. 

IFl Q. to her K. second square. 

B, K. B. to its Q. B. fourth square, (tf) 



crj TbiH IS obviousljf am exceptionable movej as White 
ma^ play aafoUuws ; 

4. 

W. K. B. takes K. B. apd chccka. 
K.takc»K. B. 

5, 

IT. Q. to her Q. B, fourth iquaK« toad checks. 
S» Q< P. two fqoarei. 

6. 

IT. Q. takii K. B. 
B. Q. P. takea K. P, 

7. 

. Q. lakes K. P.| and White iiai a moch better game. 
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4. 

K. B. P. two squares. 
B. K. P. takes P. 

5. 

IV* K. Kt.to its B. third square. 
A K. B. to iu Q. Kt. third square. 

5. 

JV, Q. P. two squares. 
i3» K. ivt. P. two squares. 

7- 

/r. K. R. P. Us ■o squares. 
B» K. Kt. P. one square. 

8^ 

W. K. Kt. to adversary's K. fourth square. 
JB. K. Kt. to its R. third square. 

9. 

W. Q. B. takes P. on its K. B. fourth square. 

B, K. B. takes Q. P. 

10. 

/F. Q. B. P. one Bqttare.r 
B, K. B. takes K. Kt. 

u. 

W. Q. B. takes K. B. . 
JB. K. B. P. one square. 

12. 

tV. Q. B. to adversary's Q. third square, and 
White has a better game than his adver- 
sary. 



Digitized by Goo 



74 



IjOPEZ. 



TWELFTH GAME. 

1. 

K. P. two squares. 
JB. The same. 

s. 

W, K. B. to iu Q. B. fourth square. 
B. Q* B« P. one square. 

s. 

W. Q. to her K. secoud square^ 

JB. K. B. to its Q. B. fourth square. 

4. 

W^. K. B. P. two squares. 
£. K. B. takes K. Kt. 

5. 

IT. K. R. takes K. B. 
B. K. P. takes K. B. P. 

6. 

/PI Q. P. two squares. 

JB. Q. to adversary's K. R. fourth square, 
and checks. 

7- 

K. Kt. P. one square. 
B. K. P. takes Kt. P. 



Digitized by Goo^^Ic 



•—J 



LOP£Z. 16 
8. 

IV. K. R. takes K. P. 

S* K. Kt. to it6 B. third square. 

9. 

IT. Q. Kt to its B. third square. 
B, K. Kt. to its £. fourth square. 

10. 

W. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

JU 

IV , Q. B. to advcrsan 's K. Kt. fourth square. 
B. K. Kt. takes K. K. 

19. 

Q. to her K. B. third squan^ and checks. 
B. K. plays any where. 

13. 

W. Q. fi. takes Q., &c. 



VARIATION of this GAME, 

Begimuig at the ekceidh tmnw t^UnB Bhck. 

]. 

W. K, P. tuioiquares* 
B. The Mine. 



LOPEZ. 

^ • 

W. K. n. tn Us Q, B. fourth square. 
B. Q, B. P, one SipMrc, 

W, Q. to her K, setojid square. 
B. K, B, to iis i>. jourth square^ 

4. 

w. K. n. p. 

B. A. B. takes K. Kt. 

W. K. R. takes K. B, 
B. K. P. fakes B. P. 

6. 

W. Q. two scjuares:. 

B. Q. adversary's K, R. fourth square, and checks. 

7. 

W, K, Kt. P, one square, 
B, K. P. takes K, Kt. P, 

8. 

W. K. R, takes K. P. 

B. K. Kt, to its B, third square. 

\V. Q. Kt. to its B. third square. 
B. K. Kt. to iis R. fourth square. 

10. 

W. K. B. takes K, B. />., und checks. 
B. K. takes K, B. 

J J. 

VV. Q. B. to adversary's A. Kt. fourth square. 

-B. K. Kt. to adversary's K. 13. fourth square. 
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12. 

IT. Q. to her B. fourth squarCi mi checks, (a) 

ii. r. two squares. 

Q. Kt. takes Q. P. 

JJ. Q. takes K. R. P. 

Q. fi. takes K. Kt., &c. 



ANOTHER VARIATION of this GAME^ 

Begimmg at lAe nMimaoe qfthe White. 

1. 

W. JT. B. lo Q. B. fourth square. 
£. Q. ^. cm« ^^tiore. 

5. 

W. Q. to her K. second square. 



( a) Wliite will Wm as speedily by taking King's Koigbt 
with QoMD*t Bishop: if Black take the Bishop, he will lose 
iiii Queen: andif hea^M Ml like tbe Bitbop^ hiifaieii 
equally imtiieviUft. 
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4. 

W. K. B« P. twe J^MTM. 

B. K. B. tukeg K. Kt. 

5. 

B« JT. P. tafcet jk: jr. P. 

W. Q. P. too squares, 

B. to adoermrtf's K. R, fourth square, and checki^ 

7. 

W. JT. P. one square, 

B. K. P. takes K, Kt. P. 

W. Udtei K. P. 

B. K.Kt.U>Us B, third square. 

fT, Q, B. to adversary's K. Kt. fourth square. 
B. Q. to her K. R. fourth square. 

10. 

JF. Q. to ber K. Kt. second square. 

B, K. U. F. out: buuare. 

iV, *K. B, to its K. second square. 
£. Q. to her K. Kt. third square. 

12. 

fV. Q« B. to its Q. second square* 
B. Q. to her K. R. second square. 
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13. 

iV, K. p. one square. 

B. Q. takes Q. B. P. (a) 

14» 

fV. K. P. takes K. Kt. 
B. Q. tokes Q. Kt. P. 

15. 

JV, K. P. takes K. Kt. P. 
B. X. R. to its Ku square. 

16. 

fF. Q. to her K. fourth square, and checks. 
B, K. to his Q. square. 

17. 

IPl Q. to her K. R. fourth aquar^ and checks. 

B, K. to Q. B. secoiKl square. 

18. 

iV. K. R. to its Q. Kt. third square. 

B. Q. takes Q. II. 

19. 

IF. Q. B. to its K. B. fourth square^ and 
checks. 

JB. Q. P. one square. 

SO. 

IF. Q. to adversary's K. second square, and 

checks. 
B^ Q. B. interposes. 



(m) If Black remove K. Kt., White will equally win the 
in^ by tskiog K. Kt. P. m'ah K.E.,&c. 



80 tot^Ml. 

tF, Q. B. takes Q. P., and checks. 
B. K. to his Q. B. square. 

fF. Q. to adversary's K« B. square, and checks. 
B. K. R. takes Q. 

S3. 

fF* The Pawn takes the Rooki becomes a 
Queen, and checks. 
Q. B. interposes. 

fF. The Queen takes it, and checkmatei* 
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THIRTEENTH GAME. 

H\ K. p. two squares* 
The same 

S. 

B. to its Q. B. fourth square. 
A. The same. 

ff^ Q. to her K. second square. 
A Q. Kt to its B. third .squat«. 

4. 

Q. B. P. one square. 
<S. Q. P. one square. 

5. 

K. B. P, two squares. 

B. K. P. takc^ K. li. P. 

K. Kt. to its B. third square, 

B. K. Kt. P. two squares. 

* 

7. 

two squares. 
B, K. Kt. P. one square. 

G 
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8. 

JV, K. Kt. to adversary's K. Kt, fourth square. 
B. Q. Kt. to its K. fourth square. 

9. 

Q. P. two squares. 
B. Q. Kt. ukes K. B. 

10. 

JF. Q. tekcs Q. Kt. 

B, Q. to her K. second square. 

n. 

JV. Q. P. takes K. B. 

K. J{. P. one square. 

IV. Q. P. takes Q. P. 
A Q. B. P. takes Q. P. 

13. 

IV. Q. takes K. B. P., and checks* 
B. Q. takes Q. 

U. 

JV. Kt. takes Q, 
£• K. takes Kt. 

15. 

JV. Q. B. takes K. P., and White has a very 
good game. 
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VARIATION ofihis GAME, 

BegiMming at the eighUt. move qf the JUiackm 

W. it. p. two ngfiMret. 

B. TJie srnne, 

t. 

W. K.B.toiU Q. B. fourth square. 
B. The Mtme* 

3. 

W* Q.toher K» teeond tguore. 
B. Q. Jtt. to iUB. thM iquare. 

W. Q. B. P. o)ie st^iiare, 
B» ' P. one ignore. 

JT. 1). P. tioo jguoret. 
B. Jt. P. tdbt K.B.P. 

W. A". /iCt. io i^A^ B. third square, 
B* i^. Kt» p. (too #9(iar€«. 

7. 

W. JT. 12. P. ffoo Mpiaret, 
B. K* Kt. P. one ignore. 

8. 

B, K. Kt to its R. third square. 

G 22 
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9. 

fV. Q. P. two squares, f 
£, K. B* to its Q. Kt. third square. 

10. 

/r. Q. B. takes K. P. 

B. Q. to her K. second square. 

11. 

IV, K K. to iti li. btjUviie, and White lu^ d 
good game. 
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i^OU&T£ENTU 6AM£. 

lUNG'S GAMBIT. 
1. 

fv. K. r. t^vo squares. 
B, Tiie same. 

S. 

fV. K. B. P. two 

J?. X. P. takes it, 

3. 

fF* K. Kt. to its B. third square. 

B, The same. 

4. 

K. P. one square. 

B* Q. to her K. sccoiiU square. 

5. 

IVm Q. to her K. second square. 
B* K. Kt to its R. fourth square* 

6. 

JV, Q. Kt. to its B. third square. 
B* Q. B. P. one square. 

7. 

Q. Kt to its K. fourth square* and 
White has a very good game. 
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FIFTEENTH GAME. 

S£CONI> GAMBIT. 

This game is played after the Italian method, 
a pamsar batla^lui ; which is, pusliing a Pawn 
two squares when the first square is guarded by 
one of the adversary's Pawns. 

U\ K. P. two squares. 

I>. Tiie same. 

jr. K. r>. p. two sqiiaiLi. 
B. K. P. takes it 

3. 

JV. K. Kt. to its B. third square. 
The same. 

JV, K. P. one square. 

B. K. Kt. to its K. R. tbui th square. 

5. 

JV, K. Kt. P. two squares, and forces the 
Xiug*s Knight. 
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. Nothing cojild have iDduced the Editor to 
insert this Game bat respect for the abilities of 

LoP£z for it is so egregiously incorrect, or, 
more properly speaking, the fourth move of 
the Black is so exceedingly bad, that it is ob- 
vious no instruction or improvement can 
derived from the Game* 
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SIXTEENTH GAME. 

THIBI> GAMBIT. 
I. 

fT. K. P. two squares. 
JB. Theawne. 

IV, K. B. P. two squares* 
B. P. Uke& it. 

5. 

fF, K. Kt. to its B. third square. 
£» The same. 

4. 

TV, K. P. one square. 

B* Q. to her K. secoud square. 

5. 

fF, Q. to her K. second square, (a) 

B. K. Kt. to its Q. fourth square. 



(a) This move docs not appei»r to be the best tiiirt the 
White ran play in this conjuncture : if he inoveil the /wji:*-'.* 
BUihop to bis King's second square, the Clack Knight wouh) 
eqaaii^ b« compelled to remove, and the White might tiiett 
casitlr : a most essential moire whco the aUvenat^f'ft Queen is 
on her Kill's aeaNMl 8%«Aie* 
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W, Q. B. P. two squares. 

A K. Kt to adversary's Q. Kt. fourtb square. 

7. . 

H\ Q. P. two squares. 
K. Kt. P. two squares. 

8. 

< K. R. P. one square. 
A Q. P. one square. 

/F. Q. R. P. one square. 

B* K* Kt.. to its Q. B. third square. 

10. 

W. Q. Kt to its B. third square. 
B. K. Kt. P. one square. 

11. 

IV. K. R. P. takes K. Kt. P. 

B, Q. li. takes K. R. P. 

12. 

Q. to her K. fourth square. 
:B. Q. B. takes K. Kt. 

13. 

tV. K. Kt. P. takes Q. B. 
B. Q. P. takes K. P. 

14. 

Q Kt. to adversary's Q. fourth square. 
Bm to her third square. 
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15. 

JV, Q. P. takes P. on the advergary*s K. fourth 
square. 

B. K. Kt. takes Q. P. (b) 

16. 

W. Q. B, takes P. on its K. B. fourth square, 
or pushes the Q« B. P. one square, and 
the White has the best of the game, (c) 



VARIATION of this GAME, 

B9^mmg Hi Ifte twelfth mace qf the Black. 

B. Th» tame. 

W. K. B. P. two mpumt* 

B. P» takes U, 



(h) He \s t)uld iiiSM his Qtteeu's Hook, were he to take it 
with his QueeQ. 

(e) It would appear that Lopes conaideKd these two 
moves as equally good : if this were the case, he was certain- 
ly in error; for the latter move Is iiifiuitLiy prciVriibk, as it 
gains the Knighl and tiie King s Hook lur a Tawu. 
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S. 

square, 

B. T7ie same. 

4. 

W. P. owe square* 
£• Q* to Acr fecond square, 

5. 

W. Q. to her K, ucond $qmtre, 
B* K» Kt* to tte Q. fourth square, 

6. 

W. Q. ^. P. two squares. 

7. 

W. Q, P. fu» ^gtmrer. 
B. K. Ku P. tipp tqmrei. 

8. 

W. A'^. ft. P. owe ^^[uore* 

B* Q. P, OJM HpUtTM* 

9. 

W. Q. ft. p. one ^gtiofv, 

B« i[. JO. to tto Q. B. fAird «qii4ire. 

10. 

W. Q. Jft. to i## B. third square. 
B« K. Kt. P. one square, 

lU 

W. A. ft. P. takes K, Kt, P, 
B« Q.B.tQk^K.R.P. 

12. 

W. Q. to her K, fourth square, 
B, K. B. P. two squares* 
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IS. 

Q. takes P. on licr K. B. fourth square; 
B. Q. B. takes K. ivt. 

14. 

IV. K. Kt. P. takes Q, B. 
B. Q. P. takes K. P. 

15. 

W. Q. takes K. B. P. 

B. Q. r. takes Q. P , aud discovers check. 

16. 

Q. Kt to ita K. fourth square, and the 

White has the best of the game. 

If White (at the thirteenth move) were to 
take K. B. P. eit passant^ as he would be ai* 

lowed to do in this country, his game, I thinks 
would be much superior to his adversary's.^ 
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SEVENTEENTH GAME. 

FOURTH GAMBIT. 

W. K. P. two squares. 
U* The same. 

/r. K. B. p. two squares. 
B. K. P. takes iu 

5. 

JV. K. Kt. to its B. third square. 
jB. The same. 

4. 

W. K. P. one square. 

jB. K. Kt. to its R. fourth square. 

5. 

W. Q. P. two squares. 

h, K. Kt. P. two squares. 

6. 

W. K. Kt. to its Q. second square. 
A K. Kt. to its second square. 

7. 

W. K. Kt. to its K. fourth square. 
JB* K. B. to its K. second square. 
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8. 

fV. K. R. P. tvo squares. 
JB. K# Kt. to its K. third square* 

p. 

IV* Q. P. one square. 

B. K. Kt. to its Q. B. fourth square. 

10. 

JV. Q. Kr. to its B. third square ( or a), and 
the White has the best of the game. 



10. 

for«^ W. K. Kt takci K. Kt. 
IT. K. B. takes K.Kt 

11. 

W, Q. to tdvetwr^'fl K. R« fbnrdi square. 

B, K. B. to adversary's Q. fourth s(|uare. 

12. 

W. K. R. P. takes K. kt. P. 
B. K. fi. takes K. P. 

13. 

W. K.R. P. onetquan toadmw^'s K. third 

square. 

B, Q. to her K. seooiid square. 

14. 

W. K.R.P. tatoK. B. P., andcbecU 
B» K. to hb Q. iquaic. 

15. 

W, K. R. to its K. second square, and the White 
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This Game is extremely well played, and 

an equal degree of skill is conspicuous in the 
Variation. 
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EIGHTEENTH GAME. 

FIFTH GAMBIT. 
1. 

fF, K P. tw o squares. 
B* Tiie same. 

£. 

IT. K B. P. two squares* 

JJ. K. P. takes it. 

3. 

fV, K. Kt. to its D. third square. 

£. K. Kt. to its K. second square. 

4. 

fT. Q. P. two squares. 

K. Kt. to its third square. 

5. 

fr. K. B. to its Q. B. fourth square. 
B, Q. P. one square. 

6, 

ir, K. R. to its B. square, {aj 

B. Q. B. to adversary's K. Kt. fourth square. 

(mj It tfould be much better to castle ; and, ai the move if 
obviout, I am coDfirmed in the belief that castliog (as we do) 
was not adopted eidier m Spain or Portugal. 
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7. 

FF, Q. B. P. one square. 

B. K. Kt. to adversary's K. R. fourth square. 

IF. K. to his Q. B. second square, fbj 

i>. K. Kt. takes K. Kt. P. 

9. 

/F. K. IL to its Kt« square. 
B. Q. B. to adversary's K. R. third square. 

10. 

fF. Q. to her K. second square. 

B. K. Kt. to adversary's K. R. fourth square. 

1 1. 

/F. K. Kt. to adversary s K. Kt. fourth square, 
and the White has. the best of the 
game. 

(hj Id Spaio, the King bad the prtfilcse of moviiig cm 
dariqg tbegpioei like any OM of biipiecei* 
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VARIATION of thii GAME, 

Begmmng at the ninth move qf the Black. 

1. 

8. 

W. K. B. P, tux) i^fmartt. 

5. 

W^. K. Kt» tv i/d B. third square. 

B* K, Kt, toUs K, second square, 

W. Q. P* two tgiMifief . 

B« JiT. JTl, to tte f Aird ^^uare. 

5. 

W. if. i9. to tto Q. B, fourth square. 
B. Q* P. one square* 

6. 

W. A". /?. to its B. square. 

B* Q. J^. to adversary's K, Kt. fourth square* 

7. 

W. Q« B, P. <me ^guare. 

B. K. Kt, to adversary's K, R. fourth square, 

8. 

W. JSC. to to Q. B> second square, 
B. K* Et* takes K. KU P. 
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9. 

W. K* M. to its Kt. square. 

S. Q. B. lakes K. Kt* 

10. 

fr. Q. takes Q. B. 

jB* K. Kt. to adversary's K. R. fourth square. 

11. . 

/F". Q. takes the P. on her K. B. fourth square. 
B. Q. to her K. second square. 

W* K. R. to its B. square. 
B* K. Kt. to its third square. 

13. 

W. K. B. takes K. B. P., and checks. 

J?. K. to ills Q. square. 

14. 

IT. to adversary's K. B. fourth square. 
Q. Kt. to Its Q. second square. 

15. 

JF. Q« B. to adversary's K. Kt. fourth square. 
B. Q. Kt to its K. B. third square. 

10. 

W. K. P. one square. 
JB. Q. P. takesK.P. 

17. 

fV, Q. P. takes Q. P. 
B. Q. takes Q. P. 

H 3 
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18. 

IV. K. B. takes K. Kt. 

B, Q. to adversary's K« second square, and 
checks. 

19- 

IV I Q. Kt. to its Q. second square* 

JS. K. K. P. takes K. B. 

m 

iV. Q. B. takes Q. Kt.» and checks. 

B. P. takes Q. B. 

£1. 

tV. Q. takes the P., and checks^ &c. 
B. Loses the game. 
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NINETEENTH GAME. 

SIXTH GAMBIT. 

I. 

K. P. two squares. 
A The same. 

K. B. P. two squares. 
B. K. P. takes it« 

3. 

W. K. B. to itsQ. B. fourth square. 
K. Kt. to its B. third square. 

4. 

W. Q. to her K. second square. 

B. K. B. to its Q. B. fourth square. 

5. 

W. Q. B. P. one square. 
JB. K. Kt. P. two squares. 

6. 

W» Q. P. two squares. 

JI. K. B. to its Q. Kt. third square. 

7. 

W. K. R. P- two squares, and the White 
has the best of the Game. 
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TWENTIETH OAME. 

3&V£NTU GAMBIT. 
U 

K. P. two squares. 
£t The same* 

W. K. B. P. two squares. 
B. K. P. takes it. 

W* K. B. to its Q. B. fourth square. 
K. Kt. to its B. third square. 

4. 

W. Q. to her K. second square. 
B, K. B. to its B. fourth square, 

W. Q. B. P. one square. 
£. K. B. takes K. Kt. 

ll\ K. R. takes K. B. 

B. K. Kt. P, two squareSf 
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7. 

K. P. one squate* 

B, K. Hi. to its square, (a) 

Q. P. two squares. 

Q. to her K. secoad square. 

9. 

IF. K. Kt. P. one square. 
B. K. P. takes it. 

10. 

JV. K. R. takes K. P. 
£• K* A. P. one square. 

11. 

W. Q. to adversary's K. R. fourth square. 
B, K. Kt. to its B* third square. 

12. 

ir Q. takes K. B. P., and checks. 
B. Q. Ukes Q. 

11 

IF, K. B. takes Q. 
£. K. takes K. B. 

14. 

IF, K. R. to its B. third square, &c. 



f«J Itwoutd bebellerto caaCle^ White coald not 
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VARIATION of this GAME, 

Begmnrngat the elecenth move qf the WhkU. 

1. 

W« K. P. Ujco squares* 
B« Hie tame. 

a. 

W. K. B, P. two squares. 

B* jK» P. takes it, 

S. 

W. K.B.toiU Q* B,faurtk equare. 
B. K. Kt. to Us B. thM squan. 

4. 

W. Q. to her K. second square, 
B. K. B, to Us Q,B, fourth square. 

6. 

W. Q. B. I*, u'ju: :^-qiiare, 
B. K, B, takes K, Kt. 

6. 

W. K,lt,take»K. B. 
B. K. Kt. P. two squares. 

7. 

W. K. P. one square. 
B. K. KJt, to Us square. 

8. 

W. Q. P. fwo squares, 

B. Q. to /i€^r A', svcund square. 
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W. K. Kt, P. one ^gttore. 

10. 

W. K. n, takes K. P. 
B. K. R, P, one square. 

11. 

fF. K. R. P. two squares. 
J3. K. B. P» one square. 

12. 

fF. Q. to adversary's K. R. fourth square^ aad 

checks. 
B» K. to his Q. square. 

13. 

IV. K. B. takes K. Kt. 
B. K. R. takes K. B. 

14. 

/T. Q. takes K. R. P. 
JB. Q. P. one square. 

15. 

fF, Q. takes K. B. P. 
B. Q. takes Q. 

16. 

rV' K. P. takcb 

K. R« to its K. square^ aud checks. 

17. 

IF. K. to his B. second square. 
B. P. takes K. R. P. 



103 LOp£e« 

IFl K. R. to adversary's K. Kt. second square. 

B. Q. B. to it^ K. third square. 

19. 

tr, Q. B. to adversary's K. Kt. foarth square. . 

Ji» K. R. to its B. square. 

20. 

/F. Q. Kt. to its Q. second square* 

jB. The same. 

fit. 

IF. Q. R. to its K. square. 

Q. B. to its K* B. second square* 

22. 

ff^» Q. R. to adversary's K. second square^ and 
the White will win the Game. 
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TWENTY-FIRST GAME. 

EIGHTH GAMBIT, 
1. 

JV» K. P. two squares. 

The same. 

W, K. B. P. two squares. 

3. K. Kt. to its B. thiid square. 

3. 

W. Q. Kt to its B. third square. 
3. K. P. takes K. B. P. 

fV* P« two squares. 

JB. K. B. to adversary's Q. Kt. fourth square. 

5. 

iV. K. B. to its Q. third square. 
B, Q. to her K. second square. 

6. 

iV, Q. to her K. second square. 
2. Q. Kt. to its B. third square. 

T. 

JV, K. P. one square. 
B. Kt. takes P. 
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8. 

m K. P. takes K. Kt. 

B. Q. Kt. takes Q. 

K. P. takes Q. 

B. Q. Kt. takes Q. Kt. 

10. 

IK Q. R. P. one square. 

K. B, to its Q. R. fourth square. 

11. 

W* Q. B. to its second square^ &c. 



VARIATION of this GAME, 
B^geumg at ih/B t^ghth mooe tfte WHte, 

1. 

W. K. P. two squares, 
B. The same, 

S. 

W. K. B. P. two sqaaretm 

B. K.ia.toiiiB.iiard9quart. 

S. 

W. Q. ITt. fo ttf B. tMni Mpiorr. 

B. P. takes K. B. P. 

4. 

W. Q. P. ^u*o sguart*. 

B. jK. B. <a advenary's Q. J^l.^bttrtik ignore. 
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5. 

i 

W. K,B.toii$ Q. third 9qHart. 

B. Q,io her A. aecond sx^uare, 

6. 

W. Q. io her K. second squart, 

7. 

W. ii. P. otie square, 
h. Q. Kt. takei Q. P. 

8. 

fT. Q. B. to its Q. second square. 
£. Q. Kt. takes Q. P. 

IT. Q. Kt. takes K. Kt. 

B, Q. to adversary's K. R. fourth squan^ 
and checks. 

10. 

// . K. Kt. P. one square* 
B. K. P. takes it. 

11. 

ir, Q. to her K. Kt. second square. 
£, JL P. takes K. R. P., and discoms 
check. 
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/F. K. to his B. square. 
B. K. B. takes Q. B. (n) 

13. 

/F. K. R. takes P. oil its sccoiui 'iciuaic. 
£. Q. to her square, or her K. Kt. fourth 
square. 

14. 

/r, Q. takes K. B., &c. &c. 



(a) Ifhc take your King's Knight with his Pawu, you must 
take it with your Queen* 
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TWENTY-SECOND GAME. 

NINTH GAMBIT. 
1. 

JV. K. P. two squares. 
fi. The same. 

iV. K, B. P. two squares. 

A Q. P. one square. 

^• 

IV, K. B. to its Q. B. fourth square* 
B. K.?. takesK,B.P. 

Q. P. two squares. 
A Q* to the adversary's K. R. fourth square, 
aoci checks. 

S. 

W , K. to his B. square. 

B. Q. B. to adversary's K. Kt. fourth square. 

6. 

W , K. Kt to its B. third square. 
B. Q« B. takes K. Kt, 
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7. 

IF, Q. takes Q. B. 

JJ. K. Kt. P. two squares. 

8. 

//'. Q. to iu r Kt. third sijuare. 
£. K. to hi5 Q. B. square. 

9. 

K. B. takes K. ]5. P. 

K. Kt. to its B. third square. 

JO. 

JV» Q. Kt. to its Q. second square. 

B. K. P. one square. 

11. 

W, K. P. one square. 
B. Q. P. takes it. 

JV. Q. P. takes Q. P. 

£. K. B. to its Q. B. fourth square. 

13. 

fV, K. B. to adversary's K. third square^ 
checks. 

B, Q. Kt. to its Q. second square. 

14. 

//'. K. H. takes Q. Kt., and checks. 
B, K. takeb K. B. 
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15; 

W. Q. to the adversary's Q, Kt. fourth square, 
and cbecki. 

B. X. to his square, 

16. 

IF. Q. takes K. ftc 
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TWENTY-TfflRD GAME. 

T£NTU GAMBIT. 
1. 

W, K. p. two squares. 
B, Tbesame. 

K. B. P. two squares. 
jB« Kt. to its £. third square. 

3. 

W. Q. Kt to its B. third square. 
J8. K. P. takes K. B. P. 

4. 

IF. Q. P. two squares. 

B. K. B. to adversary's Q. Kt. fourtli square. 

5. 

W, K. B. to its Q. third square. 
B* Q» td her K. second square. 

6. 

fV. Q. to her K. second square. 
B, Q. Kt. to its fi. third square^ 

7. 

W, K. Kt. to its B. third square. 
B. K. Kt P. tvo squares. 
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8. 

tV. Q. P. one square. 

jB. Q. Kt. to its K. fourth square. 

W. K. Kt takes K. Kt. P. 
B. K. Kt takes Q. P. 

10. 

fV. K. P. takes K. Kt 
B. Q. takesK. Kt 

11. 

fV, K. Kt. P. one square. 
B* K. to his Q. square. 

18. 

W, Q. B. takes K. P. 

B. Kt. takes K* B., and checks. 

15. 

W. Q. takes Kt. 

B. K. R. to its K. square, and checks. 

W, K. to his Q. second square. 
B. Q, to her K. Kt. third square. 

15. 

W. Q. R. to its K. square* 

B. Q. ukes Q. 

16. 

K. takes Q. 

B, Q. P. one square. 

I % 
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17. 

W* Q. R. takes K. R., and ohooka. 

ii. K. takes Q. R. • 

18. 

W* K. R. to its K* ^uare» and checks* 
K. to his Q. second square. 

19. 

fi. to adversary's K. Kt. fourth s(}uare^ and 
the White has a good game. 
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TWENTY-FOURTH GAME. 

EUVBNIH GAMBnV 
U 

fF* K . P. two squares. 
£. The same* 

K, B. P. two squares. 
B. K. P. takes it. 

S. 

K. B. to its Q. B. fourth square. 
£. Q. to adversary's K. R. fourth square^ 
. and checks. 

4. 

tV. K. to his B. square. 
Q* P. one square. 

5. 

W, K. Kt. to its B. third square. 
J3. Q. to adversary's K. Kt. fourth square. 

6. 

W i K. to his B. second square. 
Bm K. Kt. to its £. third square. 

7. 

1^. K. R. to it* K. square, &c. • 
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TWENTY-FIFTH GAME. 

TWELFlii GAMBIT. 
1. 

ff^. K. P. two squares* 
JB. The same, 

fV. K. B. P. two squares. 

B. K. P. takes it. 

S. 

IF. K. B. to its Q. 1>. foui ili square. 
B. Q. to adversary's K. K. fourth square* 
and checks. 

4. 

JV. K. to his B. square. 

K. B. to its Q. B. fourth square. 

JV* Q. P. tvo squares. 

J3. K. & to its Q. Kt third square. 

6. 

jy. K. Kt. to its B. third square. 

B, Q. to adversary's K. Kt. fourtli square. 
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7. 

W. K. B. takes K. B. P«> and checks ; and the 
White will win the game, as Black can* 

not avoid the loss of his Queen. 
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TWENTY^IXTH GAME. 

THIRTEENTH GAMBIT. 
I. 

fV. K. P. two squares* 
B, The same* 

fV, K. B. P. two^uares. 
B. K. P. takes it. 

s. 

IV. K. fi« to its Q. B. fourth square. 

B. Q. to the adversaiy *8 K. R. fourth square 

and checks. 

W. K. to his B. square. 

B* K. B. to its Q. B. fourth square. 

5. 

fV. Q. p. two squaics. 

M. K.. B. to its Q. Kt. third square. 

6. 

fV, K. Kt to its B. third square. 
B. to her K» B. third square; 
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fF. K. P. one square. 
B. Q. toher B, third aquaie. ( or a) 

8. 

W, Q. to her K. second square, and the White 
has a good game. 



IF. K. K to its Q. third sqaai*. 

& Q. to adverauys K. Ku foarth «|«u«w> 

K* It* P* 000 t^om* ^ 
B. Q. to advmiT't K. Kt tkkd tqMfe. 

10. 

IT. Q. Kt to iti B. third iqiai^ mA Blick 
MiMtttfeliii Queen. 



7. 



Q.tolierK.&£Mutbiq»afe. 

8. 
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TWENTY-SEVENTH GAME. 

FOUBTOENTH GAMBIT. 

W, K. P. two squares. 
B. The same. 

9. 

tV. K. B. P. two squares. 
B. K*P.takesit. 

5. 

Wm K. B. to its Q. B. fourth square. 
B. Q. to adversary's K. H. fourth square 
and checks. 

4. 

fF* K. to his B. square. 
B. K. Kt. P. two squares. 

5. 

fV, K. Kt. to its B. third square. 
jB. Q. to her K. R. fourth square* 

/Fl Q. P. two squares. 

B* K. Kt. to Its B. third square. 

7. 

IF. Q. to her K. second square. 

B. Q. Kt. to its B. third square. 
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8; 

IF. K. P. one square. 

J}« K. Ku to adversary s K. Ku fourth sq^uare. 

9. 

fF. Q. Kt. to its B. third square. 
JB. K. B. to its K. secoud square. 

10. 

fT. Q* Kt. to adversary's Q. foarth square. 

£. K. 1). to its Q. square. 

U, 

/F, K. R. P. OBC square. 

B. Q. Kt. to its R. fourth square. 

12, 

JV. K. to his Kt. square. 

JI. K. Kt. to adversary's K. third square, ftc. 
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TWENTY-EIGHTH GAME. 

FIFIEENTU GAMBIT, 
U 

fF, K. P. two squares. 

B. The same. 

2. 

1^. K. B. P. two squares. 
jB. K. p. takes it. 

3. 

n\ K. B. to its Q. B. fburth square. 

Q. to tlie adversary's K. li. fourth square^ 
and checks. 

4. 

JV, K. to his B. square. 

B* K. Kt. to its B. third square. 

5. 

W. K. Kt. to its B. third square. 

A Q, to her K, R. fourth square. 

6. 

fF. Q. to her K. second square. 

jB. K. Kt. P. two squait;:>. 

7. 

/F. K. Kt. to adversary's K. fourth square. 
B. Q. takes Q. 
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IF. K. takes Q. 

♦ 

B. Q. P. one &4{uare. 

9. 

IF. K. Kt. takes K. B. P. 

B. Q. P. one square, and White must lose A 
piece; or the Knight and the Bi&hopfor 
the King's Rook« 



THIRTIETH GAMEL 

^v£^T££;ntu gambit. 

Teaching the Black to elude the Attack qf the 

Gambit. 

I. 

fV. K. P. two squares. 

The same. 

£• 

1V» K. B. P. two squares. 

K* B. to its Q. B. fourth square* 

S. 

JV. K. Kt. to its B. third square. 
B. Q. P. one square. 

4. 

W. K. B. P. takes K. P. 
B. Q. P. lakes K. P. 

S. 

W. K. Kt. takes Q. P. 

JB. Q. to the adversary's K. fourth square, 

and checks. 

6. 

IV. K. Kt P. one square. 

£. Q. takes K. P.y and checks. 
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7. 

JV* Q. to her K. second square. 
B. Q. takes K. 

8. 

W. K. Kt. to adversary's K. Kt. third square, 

and discovers check. 
h, Kt. to its K. second square. 

9. 

fF. K. Kt. takes K. R. 

B. Q. B. to adversary's K. R. third square, by 
which the Black torccs an exchange of 
Queens, and wins the King's Knight. 



K 
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THIRTY-FIRST GAME. 

EIGHTEENTH GAMBIT. 

Shewing another Method of defending the King' f 

Gambit. 

]. 

JV* K. P. two squares. 
B. The same. 

JV, K. B. P. two squares. 

B, K. B. to its Q. B. fourth square. 

3. 

IV, K. Kt. to its B. third square. 
jB. Q. p. one square. 

4. 

TV. K. B. to its Q. B. fourth square. 
B. Q. to lier K. second square, 

5. 

JV. K. Kt. to adversary's K. Kt. fourth square. 
B* K. Kt. to its K. third square. 

6. 

IV. Q. to acls cj.sary's K. R. fourth square. 
B. Q. B, to adversary' *s K. Kt. fourth square. 
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7. 

fF. K, B. takes K. B. P., auJ checks, (or a) 
B. Q. takes K. B. 

8. 

W. K. Kt. take* Q. 
B. Q. B. takes Q. 

9. 

/F. K. Kt. takes K. R. 
B. JVIuiit will the K. Kt. 

r. 

<«) IF. Q. to berK. R. foartli sqmtc. 

JB. K. P. takes K.B.P. 

White cuiBOt binder tbe Bkck from pushing bis King't 
Biihop't Pftwn 00 the King's Knight^ which decides the game 
■I hb &vor. 
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THIRTY-SECOND GAME. 

NINETEENTH GAMBIT. 
U 

K. P. two squares. 

JJ. The same. 

W. K. fi. P. two squares. 

K. P. takes it. 

5. 

IV. K. B. to its Q. B. fourth square. 
«B. Q . B. P. one square. 

4. 

K. Kt. to its B. third square. 
J3. Q. P. two squares. 

5. 

JV. K P. takes Q. P. 
B. Q. B. P. takes K. P. 

5. 

JV. K. B. to adversary's Q. Kt. fourth square^ 

and checks. 
B. Q. Kt. to its B. third square, &c. 
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THIRTY-THIRD GAME. 

1WEMT1£TH GAMBIT. 
1. 

ft 

W. K. P. two squares. 

A The same. 

2. 

W, K. B. p. two squares. 
B. K. P. takes it. 

W, B. to Its Q. B. fourth square. 
B. K. B. P. two squares. 

4. 

W, K. P. takes it. 

JB. Q. to the adversary's K. B. fourth square, 
and checks. 

5. . 

K. to his B. square* 
B. K. P. one square. 
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6. 

W* K. B. to its Q. Kt. third square, or takes 
K. Kt. 

K. P. takes K. Kt and checks. 

7. 

W, K. takes K. P., ami the Black has the be^t 
of the Game* 
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THIRTY-FOURTH GAME. 

1. 

ff\ K. P. two bquaies. 
Q«.P« two squares. 

If . K. P. takes it. , 
B. Q. takes K. P- 

3. 

JF. Q. Kt. to its B. third square. 

B. Q. to her square. 

fT^ Q« P. two squares, and the White's Game 

" is better opened. 

Here follows a Game which has been analyzed 

in Damiano. [Vide page 1 J 

N. B, The ensuing is a Rack Game to it, 
beginoin g at the tenth move of the fiiack. 
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THIRTY-FIFTH GAMEL 

/F. K. P. two squares. 
The same. 

8. 

IF, K. Kt to iU B. third square. 
B. The same. 

/r. K. Kt. takes K. P. 
B, The same. 

4. 

IF. Q. to her K. second square. 
B. The same. 

5. 

Q. takes K. Kt. 
£• Q. P. one square. 

6. 

W, Q. P. two squares. 

B. K. B. P. oue square. 

7. 

W, K. B. P. two squares. 
B. Q. P. Ukes K. Kt. 
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8. 

jr. Q. p. takes Q. P. 
B. Q. Kt. to its Q. secomi square* 

9. 

ff^. Q. Kt. to Its B. third square. 
B. K. B. P. takes Q. P. , 

IV, Q. Kt. to adversary's Q. Kt. fourth square. 

ii. Q. Kt. to its K. ]]. third stjuare, and Black 
has the best of the Game. 
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THIRTY-SIXTH GAME. 

TV, K. P. two squares. 
B. The same. 

JV. K. Kt. to its B. third square. 
B. The same. 

8. 

jr. K. Kt. takes K. p. 
B. The same. 

4. 

IV, Q. to bci K. second square. 
B* The same* 

5. 

JV, Q. taktb K. Kt. 
B. Q. P. one square. 

6. 

IV, Q. P. two squares. 
B. K. B. P. one square. 

7. 

ir. K. B p. two squares. 

B. Q. P. Ukes k. Ixt. 
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8. 

JV, Q. P. takes Q. P. 4 
jB. K. B. p. takes Q- P. 

9. 

/r. K. B. p. takes K. B. P. 

Q. Kt. to its Q. second square. 

10. 

fF. Q. B. to its K. B. fourth square. 
J3. K. Kt. P. two squares. 

11. 

W. Q. B. to its K. Kt. third square. 

jB. K. B. to its K. Kt. second scjuare, aud tbc 
Black will regaiu his Pawa. 
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THIRTY-SEVENTH GAME. 

W. K. P. two squares* 
B, The same. 

fi. 

IV. K. Kt. to its B. third square. 
jB. The same. 

5. 

fV. K. Kt. takes K. P. 

Q. to her K. second square. 

4. 

W. Q. P. two squares* 

B* Q. P. one square. 

5. 

IV. K. Kt. to its B. third square. 
jB. Q. takes K. P., and checks. 

6. 

JV. K. B. to its K. second square. 

B, Q. B. to its K. B. fourth square. 
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7. 

fF, Q. B. P. one square. - 
JS. Q. Kt. to its Q. second square* 

8. 

/F. Q. Kt. to its Q. second square. 
J5. Q, to adversary's Q. Kt. second square, and 
the Black has the best of the Game. 



142 LOPEZ. 



THIRTY-EIGHTH GAME. 

K. p. two squares. 

£. 1 he same. 

tV. K. Kt* to Its B. third square. 
B. Q. Kt. to its ii. third square. 

3. 

W. K. B. to its Q. B. fourth square. 

J5. The saiiic. 

4. 

/F. Q. B. P. one square. 

jB. Q. lu hci K. second square. 

XT. Q. P. two squares. 

ii. K. r. Ukcb it. 

6. 

^. Q. B. P. takes K. P.v 

B. Q. takes K. P., and checks* 

7. 

K. to his Q. second square. 
J}. K. B. to adversary's Q. Kt. fourth square^ 

aud checks. 
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8. 

IF. Q. Kt. to its B. third square. 

B, Q. to adversary's K. Kt. fourth square, and 

the Black's Game is decidedly supe-> 

rior to his adversary's. 
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THIRTY-NINTH GAME. 

JV, K. P. two squares. 
' B, The same. 

12. 

JV. K. Kt. to its B. third square. 
Q« Kt. to its B. third square. 

3. 

W, K. B. to its Q. B. fourth square* 

B, The same. 

4. 

JV. Q. B. P. one square. 

B* Q. to her K. second square. 

5. 

tV. Q. P. two squares. 

B. K. P. tuke^ it. 

6. 

fV. Q. B. P. tokes K. P. 
B. Q. takes K. P.^ and checks* 

7. 

/IT. Q. B. to its K. third square. 

B. K. B. to the adversary's Q. Kt. fourth square, 

and checks, aud the Black has the best 

of the Game. 
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FORTIETH GAME. 

u 

IV* K. P* two squares. « 
B. Theaame* 

K. Kt. to its B. third square. 
£. Q. Kt. ta its B. third square. 

5. 

W% K. B. to its Q. B« fourth square. 
JS. The same. 

4. 

/SP*. Q. B. P. one square. 

B. Q. to her K. second square. 

5. 

/F. Q. P. one square. 
JB. The same. 

5. 

IF. K. Kt. to adversary's K. Kt. fourth square. 
JB. Q. Kt. to its Q. square and the Black has 
a good Game. 



L 
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FOHTY-FIRST GAME. 

1. 

fF, K. r. two s(iuares. 
J?, The same. 

JK K. Kt. to its B. third square. 

B. Q. Kt. to its B. third squait. 

3. 

rV, K. B. to adversary's Q. Kt. fourth square. 

B. Q. P. ouc squui L. 

4. 

rr. K. B. takes Q. Kt. 
B. Q. Kt. l\ takes K. B. 

5. 

IF. Q. P. tM'o squares, &c. 
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FORTY-SECOND GAME. 

i; 

K. p. twa squares. 

Tlie same. 

2/ 

W. K. Kt. to its fi. third square. 
Kt. to its SL third square. 

3. 

tV.lL. B. to adversary's Q. Kt. fourth 
square. 

A K. 'B. to lis Q. B. fourth square. 

W. K. B. takes Q. Kt^ 
JB. Q. R takes K. B. 

5. 

/F. K. Kt. takes K. P. - ' * * 
B. K. B. takes K. B. P., and checks. 

K. takes K. B. 

jB. Q. to adversary s. Q. fourth square aud 
checks. 

7. 

/F. K. to his Q. square. 

J, Q. takes K. Kt., and the Black has much 
the best of the Game. 

L % 
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FORTY-THIRD GAJSIE. 

1. 

H^. K. P. two squares* • 

jB. The same. 

a. 

W. K. Kt. to its fi. third square. 

B> Q. Kt. to its B. third square. 

3. 

W. K. B; to adversary's Q. Kt. fourth scfuarc. 
B. K. B. to iu Q. B. fourth square. 

4. 

/K K. B. takes Q. Kt 

B. Q. P. takes K. 13. ' 

5. 

/r. K.Kt.UkesK.P. 

£. Q. to adversary s fouith j>quare. 

6. 

fV. Q. to K. second square. 

JB. . Q. takes K. Kt., &c. 
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FORTY-FIFTH GAME. 

1. 

fV. K, P. two squares* 

The same. 

fV. K. Kt. to iu B. tbifd square* 
B. Q. Kt. to its B. third square. 

3. 

JF* K. R to adversary's Q. Kt. fonrUi square. 

B. K. B. to its Q. B. fourth square^ ^ 

4* 

JF. K. B. takes Q. Kt 
B. Q. P. takes K. B. 

5. 

IV, K. Kt. takes K. P. 
JB. Q. to adversary's Q. fourth square. 

6. 

W. K Kt. to its Q. third square. 
B. Q. takes K. P., and checks. 

r. 

JV. Q. to her K. second square. 
B. Q.takesQ. 
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8. 

rr. K. takes Q. 

B. K. B. 10 us Q. Kt. third square. 

9. 

ff\ Q. B. P. tM'o squares. 

£. Q. B. to US K. B. fourth square. 

10. 

rr. K. Kt. to itsK. square. 

i>\ K. Kt. to its B. third square. 

11. 

jr. Q. p. one square. 

JB. k. to his Q. bccond square. 

/r. Q. B. to its K. third square. 
K. 11. to its K. square. 

13. 

jr. K. to his Q. second square. 
B. K. B. takes Q. B. 

14. 

/r. K. B. F. takes K. B. 
B, Q. to its Q. square. 

15. 

fV. Q- J^t. to its B. third s(juare. 
B K. Kt. to adversary's K. Kt. fourth square. 

16. 

jr. Q. Kt. to its Q. square. 
B. K. to his Q. B. square, and the Black has ^ 
a better Game than his opponent. 
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FORTY-SIXTH GAME. 

1. 

IF. K. P. two squares. 
The same. 

2. 

ir, K. Kt. to its 13. tliird square. 
Q. Kt. to its B. third square. 

3. 

/F. K. B. to adversary's Q. Kt. fourth square. 
B. K. B. to its Q. B. fourth square, (aj 

/V. Q. B. P. one square. 
B» Q. P. oue square, (bj 

5. 

JV, Q. P. two squares. 
J^. K.P. take^Q. P. 



(•J I| would better tisr mow Q. R. P. one ti|iiarc ; and 
if fNikeihidutd ^iii tht Q. Kt^Bhck^Nigbt to tike with Q. P.» 
ia^rihrioplay W(QiMdl|64iie wAnmrfwQ, iMiith square, 
if HMowtra to tabetfae Kng'f Panni with tbe Kaigbl. 

(b ) Tills move is exceptionable : Black oo^t to movebia 
Queeo to bis l^iog's second square. 
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6. 

fV. Q. B. P. takes K. P. 
B. K. J}, to adversary's Q. Ku fourth square, 
aAd checks/ 

7. 

/r. Q. Kt. to its B. third square. 
J3. Q. B* to its Q. second square* 

8, 

fV. Q. B. to adversary's K« Kt. fourth square. 
B. K. Kt, to its B# third square. 

9. 

iV, Q. to her third square. 
Bi Q. to her K. second square. 

10. 

K. Kt. to its Q. second square. 
B. K. U. takes Q. Kt. . 

II. 

fr. Q. Kt. p. takes K. B., &c 

Lopez observes, that, this Game is a proof 
that defending the King*s Pawn with the 

Queen's Knight is not a good move ; but tin's 
assertion is very vague ; for it is doubtful whe- 
ther the Whitc'^s game be preferable to that of 
Ills adversary, who, it presumed, would obtain 
tiie superiority by attending to the moves 
suggested in the notes that are subjoined. 
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FORTY-SEVENTH GAME. 



JV. K. B to adversary's Q. Kt. fourth square. 
K. ii* to its Q* B. fourth square. 



/r. Q. B. p. takes K. P. 
B*, K. 13. to adversary's Q. Kt. fourth square, 
and checks. 

r. 

W. Q. Kt. to its B. third square. 
B. Q. P. two squares. 



IF. K. P. two squares. 
B. The same. 



JF. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 



JV, Q. n. P. one square. 

' K. Kt. to its K. second square. 

5. 



Q. P. two squares. 
jB. K. p. takes it. 



6. 
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8. 

JV. K. P. takes it. (or a ) 
B. Q. takes K. P., and the Black has a very 
good Game. 



8. 

(a) W, K. P. one square. 

B. Q. fi. tQ adversary's K. Kt. fourtli square, Ac. 



Digitized by Google 



LOP&Z 



157 



FORTY-EIGHTH GAME. 



K. P» two squares*' 

£• The same. 

IF*. K. Kt to its B. third square. 

A Q. Kt. to its Ji. ibird sc^uare. 

5. 

W, K. B. to adversary's Q. Kt. fourth square. 
Jl« K. B. to its Q. B. fourth square. 

4. 

IV, Q. B. P. one square. 

K. Kt* to its K. second square. 

5. 

Q. P. two stjuares. 
JB« K. P. takes it. 

6. 

//'. Q. B. P. takes K. P. 

£• K* B. to its Q. Kt* third square. 

7. 

W, Q. P. one square. 
£• Qr Kt. to its square. 
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8. 

JF* Q. Kt, to its B. third square. 
B, K. castles. 

JF, K. Kt. to adversary's K. Kt. fourth square. 
Bu K. B. F. one square, 

10. 

ir, K. Kt. to ito B. iliiid square. 
jB. Q. B. r. one square. 

11. 

//". K. B. to its Q. R. fourth s(iuare. 
B, Q. P. one square^ aud the Black has a 
good Game. 
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FORTY-NINTH GAME. 

IF. K. P. two squares. 
B» The same. 

IV. K. Kt to Its B. third square. 
jB. Q. Kt. to its B. third square. 

3. 

W. K. B. to adversary's Q. Kt. fourth, square.. 
B. K»B. to its Q. C fourth square.' 

4. 

Q. B. P. one square. 

£. Q. to her K. second square. 

5. 

W. K. B. takes Q. Kt. 

£. Q* P. takes K. B., und tlie Black has s 
gQod Game. 
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FliTlETH GAME. 

ir. K. p. two squares. 
B. The same. 

fV. K. Kt. to its B, third square. 
B. Q* Kt. to its B. third square. 

3. 

fV, K. B. to adversary's Q. Kt. fourth square. 
£• K. B* to its Q. B. fourth square. 

4. 

fF, Q. B. P. one square. ^ 
B. Q. to her K. second square. 

5. 

W. K. castles. 

B. K. Kt. to iU B. third square, &c. 



Digitized by Google 



XOPEZ. 



FIFTY-FIRST GAME. 



1. ' ' • ". ,t 

IF. K. P. two squares. 

9. 

IV. K. Kt. to itsB, ihisii square* . • 
B. Q. P. one square. 

K. B. to its Q. B. fourth square* 
•B* Q. P« «iiie«quaie. 

/r. Q. B. p. one square* " 
B. Q. P. one square* 

5. 

fr. K. p. takes it, 

B. Q. B. P. takes K. P. 

6. 

/F.. K. B. to the adversary's Q. Kt. fourth 

square, giving check* 
B Q. B. to i^s Q. second square*^ 

7. 

IT. K* B*takesQ. a 

B. Q. Kt. t;4k€s K. a 

M 
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8. 

IF. Q. toherKt. third square* 
K. P. one square* 

9. 

/F. K. Kt to its Q, fourth square* 
B. Q* Kt to ita Q« B« fourth square* 

10- 

fF. Q. to the adver^ry's Q. Kt. fourth square,- 

aud checks* 
B. Q. to her second square. 

11. 

fK Q. takes Q- 

B. K. takes Q., aiidtbe Black has the tetter 

Game.— N. B. The next move of the 
Black should be his Queen's Knight to 
its adversary's Queen's tbifd aqoare*' . 
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FIFTY-SECOND GAME. 

r 

u 

fr , K. two squares. 
B. The tame. 

fr. K. Kt. to its B. third square. 
Q. P. one square* 

3. 

ff \ K. B. to its Q. B. fourtli square. 
B. Q. B. P. one square. 

4. 

Q. B. P. one square. 
B. Q. P. one square* 

5. 

/r. K. p. takes it. 

B. Q. B. P. takes K. P. 

6. 

W. K. B. to the adversary's Q. Kt. fourth 

square, and checks. 
B, Q. B. to its Q. second square. 

7. 

W. Q. to her Kt. third square. 

B, Q. B. takes K. B. 

M % 
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8. 

fF. Q. takes Q. B., and checks. 
B. Qo to her secpnd square. 

9. 

fF, Q. to lier K* second square. 

B. K. B. P. one square^ and the Black has a 

good Game. 
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ELEMENTS 

OF THK 

%ct of i^laping 

WnnOOT 8EEINO THE BOASD; 

CHIEFLY TAKSH SUQH DAMTANO's SCAftCX AUD VAhVAMM 

T&SAIUE. 



" CUimutjaJ,'' 

The stiideatiamtr io the first place> become 

perfecHy W<tii^^ ^ 
squares on which the pieces are placed, ani 

a^ mUk the mttiWoii'tW 4fM^« to which 
they may be mmed: To^f»JcMi^4k^^ 
Bomd H supposed tp^ be divided into two 
^qiuA ptrtsi ^he filit Smw^kia M y^ 
eoBStitute yo»r half; the other four ranks 
iM denbmiiittedi fiMr Jdversary's half: 
each half is supposed to W^V«hdB^^ 
two' eqttftt parts, of which oi|6 is called 
Vo/rr King's ^Mkf^'mi^'^ J^ 
side* Your Adversary's half is similarly 

to your King's side is called ^ jfasir; Mve^ 
satf^^ Mhg^-'$idet and that wbkh \\ 
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positetoyour Queen's side, is denominated your 
Adversary's Queen's side. All the pieces and 
pawns on your King's side and your Adversary's 
King's sideare called King's pieces dSki^Pawns •* 
ihey are, the Kingfs Jlook, the Kin^^s Knight, 
the King's Hi shop ; the King's Rook's Pawn, 
the King's Knight's Pawn, the King's Bishop*s 
Pawn, and the King*s Fawn. — And all the 
pieces and pawns on your Queen's or Adver- 
sary's Queen's side are called Qne^n^s Piecfs 
and Pazvns : tliey are, the Queen's Rook> the 
Queen's Knight, the Queen's Bishop; the 
Queen's Rook's Pawn, the Queen's Knight's 
Pawn, the Queen's Bishop's Pawn, and the 
Quecn^s Piwn. — ^Fbe squates are named after 
Uicir respective pieces thus, the square oa 
witich the King stands is called the King*^ 
square ; that on which \m Bishop is placed, 
tiheKing's Bishop's, square i the next the King's 
Knight's sqnarcj and that on which his Rook 
is placed, the King's liook's square* In the 
same manner,, all the pieces on the, Queen's 
side give their names to the squiires on which 
ihey are pbced. But the square on ; wl^dcb the 
King's Pawn bUnds is not called liie King j> 
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Pawn's square, but the King'^s second square ; 
neither does any square on which a pawn stands 
derive its name from that pcrwriy but it is called 
the second square of the piece on that file. 
Thus, the square on which the King's Bishop's 
Pawn is placed is called the Kins^^s Bishopi's 
second square ; that on wh ich the K i n^' s K n igh t *s 
Pawn stands, the A7*/r^'^A/r/^>4/'5 second square ; 
and thus it is with all the other pieces, whether 
King's or Queen's, and whether they be your 
own or your Adversary's. Again, the squares 
which form the rank next to that on which the 
pawns stand are called the third squares of 
the jiieces that are opposite to them ; ex. gr.> 
the square immediatel)^ above your King's 
Pawn is called your King^s third square ; and it 
is the same with all the other pieces. — The rank 
of squares next to these consists of the fourth 
squares of the pieces on the same file ; thus, 
the fourth square on the King's file is called the 
King's fourth square, and the same rule is ap- 
plicable to all the other pieces. But the rank of 
squares next to this fourth rank is not called the 
ffih squares of the pieces on the samefile,but the 
fourth squares o( your Adversary"" spieces on that 
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file ; thus, a pawn placed off the fifth squan 

of your hinges Book is said to be on your Ad' 
versary*$ Kiag*s Rook's fourih square^ &c. 

A retentive memory and great practice are 
alike necessary to excel in this most pleasing, 
but difficult) recreation. To improve v^ith 
more facility, it is necessary to number every 
square, beginning from the King*s Rook to 
the middle of the Board : it is likewise im- 
portant to recollect perfectly the colour of the 
<liiferent squares : this is efi'ected by observe 
ing, that, the odd numbers are all of the same 
colour as the first square, and the even num- 
bers are, of course, of a differeut colour : thus, 
the white King's Rook*s square is white, so is 
the third, &c« 

Anotlier very essential point is, to recollect 
the situation of every piece, as well as the num«^ 
ber of squares to which it can be moved : 
if a Knight be placed on the Queen's fourth 
square, how many squares does it guard ? 
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Hlttiout seeing the Board. 171 

The following diagram will show. 

Black. 




that, it guards, 1, its King's second square ; 2, 
King's Bishop's third square ; 3, Queen's Bi- 
shop's second square ; 4, Queen's Knight's third 
square; 5, the Adversary's King's Bishop's 
fourth square *, 6, King's third square ; 7, 
Queen's Bishop's third square j and, 8, Queen's 
Knight's fourth square. 

If the King's Bishop be placed on its 
Queen's Bishop's fourth square, whither can 
it bemoved ? 
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The following diagram will show 



Black« 




White. 



that it can be moved in o/^e diagonaly 1 , to its 
Queen's third square-, 2, its King's second square; 
and, 3, its own square : — 4, your Adversary's 
Queen's Knight's fourth square, and, 6, his 
Queen's Rook's third square : — and in another 
dliigofjalyGyXoiis Queen's Knight's third square \ 
7, Queen's Rook's second square \ 8, Adver* 
sary^s Queen's fourth square *, 9, his King's . 
third square ; 10, his King's Bishop's second 
square; and, 11, his King's Knight's square. 
\^ besides, necessary to know that thepaM'ns, 
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Hlthout Beemg the Board. 1 73 

when unmovedy guard the third squares of the 

'pieces in the contiguous files : if moved one 

square^ they guard the fourth squares of the 

same pieces if moved two squares ^ they guard 

the fourth squares of your Adversary's pieces in 

the contiguous files, &c. : thus, your King^s 

fiawfiy when unmoved ^ guards your King^s 

Bishop's and Queen's third squares ; when 

moved one square^ your King's Bishop's and 

Queen's fourth squares ; when moved two 

squares^ your Adversary's King's Bishop's 

and Queen's fourth squares, &c. 

, il;i( f' a Dill 

- I'O tvt 

Of the Bishop, wfi no trt 

Wi^ , '•It 

^. 'J! HE Bishop moves diagonally, and it U 

necessary to recollect perfectly the number 
and names of the squares to which it can 
move. If it be placed on any one of the four 
centre squares of the Board, it can be moved to 
thirteen squares ; six in one diagonal and seven 
in the other. The only particular observation to 
be made respecting the Bishop is, that, on which 
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rank soever it may be j^aced, it either ascends 
or descends omc rank for every square to 
which it moves i ex. gr.^ when the. Bishop 
is on its own square, if you move it one 
square, it will then be on the second rank ; 
if tiso^ on t))e thiTd ; if tkrer^ on the fourth ; 
if fouT^ on the Adversary s fourth r^nh s aiid 
if Jh^e^ on the Adversary's Mrd rank : and, 
counting' from its own square, wliichsoever may 
be the number of squares over which you move 
it, it will be found to be at an equal number of 
squares from the piece which gives its name to 
the file on which the Bishop is placed. Thus, 
let either Bishop be moved from its place four 
squares including its own, it will be found to 
be on the other Bishop's fuurlh square, because 
the two Bishops, in their original situation, are 
four squares from each other, including their 
own. Suppose your King's Bishop to be 
moved five squares, its own inclusive, it will 
be found to be on the fourth square of the 
Adversary's Queen's Knight, which answers 
to the fifth square of your own Queen's 
Knight \ because the King's Bishop is distant 
froit the Queen's Knight five squares, and the 



mkaU itemg ihe Board. llh 

Queen's Bishop is at a similar distance from 
tlie King'^ Knight, theif own squares inclusive. 




Tu£ move of tlie Rook is esisily fecoUected : 
it guards aU the. Mtpneei inr a fierpendii^uiar as 
well as horizontal direction ; therefore, if the 
Rook bo *plaoedoo yqm Oueimf s finnth square, 
it confines your Adwsary's King within 
hss owa«quai^of tfaeBpard. w. 

: ,1 1 M I . I I I " I ^ . I! II . 

Of tub Kkigbt. ^ 

Tbs more of the Knight is by much the 
most difficult to recollect. Supposing it to b# 
placed on your Queen's fourth square, the foU 
lowing is the best method to ascertain the names 
0f the squares to which it can be moved : count 
htfo squares in a perf^cndicular and ont in a 
horizontal direction, or two in a honzontai 
knitaMe in a perpendicular direction $ and you 
will find that in that position it will g^uard the 
following squares § counting two squares in a 
perpendicular directbn forwards will lead you 
to the Adversary's Queen's third square \ then 
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count one horizontally right and left, and the 

squares, on which it can be moved, will be found 
to be theKin^'s third square and the Adversary's 
Queen'sBishop's third square: count twosquaies 
in a perpendicular ^i^/ retrograde directionyand 
that will reach to your own Queen's second 
square ; then count one square horizontally 
right and left, and the squares, to which it may 
be moved, will be your King's second square 
and Queen's Bishop^s second square. Count two 
squares in a horizontal position toward the right 
hand) and one perpendicularly forward and 
backward, and you will iind, that, the same 
Knight can be moved to your King's Bishop's 
third square, and to your Adversary's King's 
Bishop's fourth square. Again *, count iwo 
squares horizontally towards the left hand» 
and one /lerJiendicuIarJy forwards or backwards, 
and you will perceive that it may also be moved 
to your Queen's Knight's third square and your 
Adv^ary's Queen's Knight's fourth square* 
This will also exemplify another very important 
observation concerning the Knight, which is, 
that, when placed on any ouq of the centre 
&^uares of the Board (that isj those squares from 
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either of whicli it guards eight ^quares^ namely 
the Queen's Bishop's third squaiCf King's Bi^ 
shop's third square. Adversary's Queen's Bishop's 
third sqaaxe, and Adversary's King's Bishop's 
third square, and all the inGlusive squares)i 
whichsoever square of your owa it guards, it 
invariably g-uards some square of your Adver* 
sary's on the sa/fie file, and the two squares it 
guards on the same file are four squaras di$t« 

ant from each other. Ex. gr., place it on one 

of these centre squares, so as to guard your 
King's square, it will also guard your Adver- 
sary's King's fourth square; and if it guard 
your King's second square, it will guard your 
Adversary's King's third square \ if it guard 
your King's third square, it will also guard 
your Adversary's King's second square \ if 
it guard your King's fourth square, it will 
guard your Adversary's King's own square. 

But this rule must be understood as referring 
only to the two files cotttiguoms to the square 

gn which the Knight is placed j for on the 
files ffcsfi to those f the distance between the 

N 
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squares will consist of only iwo squares instead 
of four : Ex. gr. A Knig^ht on your Queen *s 
fourth square guards your Queen's Knight's 
third square and your Adversary's Queen's 
Knight's fourth squares ; these two squares are 
on/y two squares distant* Again, it guards your 
King's Bishop's third square, and your Adver- 
sary's King's Bishop's fourth square : the dis-* 
tance between these consists of only two squares. 



Of TllE QU££N» 

Tu£ Queen combines the moves of the Rook 
and Bishop, for she may be moved like either 
of those pieces \ but she cannot be moved at the 
same time diagonally and horizontally, or per- 
pendicularly and diagonally. Nothing els^ 
needs be said with respect to the Queen, a» 
the explanations which have been given of the 
moves of the Rook and Bishop are equally ap- 
plicable to the Queen's moYements. 
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Of IHE KiKG* 

The King" may be moved in all directions, 
but only one square at a time : it is therefore 
almost needless to observe that be ^ards 
only eight squares, no greater number of 
squares being contiguous to any other square 
oa the Board. 

The pieces that may be exchanged in the 
course of the Game must be carefully re- 
collected, and every new situation requires the 
most sedulous attention* 

These rules will prove of great utility to any 
Cbess-Player who is desirous of acquiring the 
art of playing without seeing the Board ; but 
he will find himself deceived if he imagines that 
they are sufficient to enable him immediately 
to e2Lcel in it, as they will prove unavailing if 
diey be not combined with great practice. 
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FIRST GAMBIT. 

B. K. P. two squares. 
^« Tlie Bame. 

2- 

-B. K. B. P. two squares. 
fV. K. P. takes it. 

3. 

B. K. Kt. to its B. third square. 
K. Kt. P. two squares. 

4. 

J3. K. B. to its Q. B. fourth square. 
IV. K. Kt. P. one square. 

5. 

J5. K. Kt. to adversary's K. fourth square. 
IV. Q. to adversary's K. ii« fourth square^ and 
checks. 

B. K. to his B. square. 

/V. K. Kt. to its B. third square. 
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This move appears to be higlily exception- 
able {stravagaute, sa^'s Salvio) ; Deverthelesa, 
it IS very good play, 

Tlie following moves an generally the result 

of this system of defence. 

If the Black take the King's Bishop's Pawn 
with his Kniijht, the White, by playing his 
Quern's Pau n s(|uaics, M ill cither win a 

piece, or gain two pieces for liis King's Uook. 

If the Black, instead of taking the King's 
Pishojj's Pawn with bis Kaiglif, should take it 
with Ins Bishops giving check, the White must 
play his King to his Queen's square s and if the 
Plack retire his King^s Bishop to its Qucefi's 
Knight thiriLsfjuare, the White ought to move 
his King's Knight to its Rook's fourth square ; 
for, although the Black may check with his 
King's Knight on the Adversary's Kino:\s Bishop 
second square, and afterwards take the King s 
Rook, the White will win the Game, by checking 
on the Adversary's King's Knight tliird S(jnarc. 

But if the Black, instead oi retiring his King's 
Bishop to its Queen's Knight third square^ were 
to play, 

B, K. B. to its Q. B. fourth squai^e. 
U\ Q. Kt. P. two squares. 
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B. K« B. takes Q. Kt. P. 

/F. Q. B. P. one square. 

B, K. B. to its Q. third fquare, 
W. Q. P * one square. 

J3. K. Kt. to adversary's K. B. second square, 

and checks. 
IV, K. to his Q. B. second square* 

B, K. Kt. takes K. R. {a) 

K. Kt. to its K. R. fourth square | and 

must win the Game. 



(df) Tills \ Liri;itnm and iht asmrfu^n *'tli il lh«- White tmist win** 
are uicurrcct : the Queen's Pann being uioved one square^ pre> 
Yeots the Kin»'t Bishop from checking wlien the Kingmovet 
to bb Koigbt's square, in conaequence of tba check of the 
Knight ; and the White, instead of tpfimii^, anuf /oar the 
Game. Ea.gr. Suppose then the White to play, as Salvio 
directs^ 

IK K. Kt. to its K. R. fourtb square. 

B. Q. to her K. sciimre. 

K. Kt to adveisar^'s K. Kt. third square, and checks. 

fi. K, to Kt. square. 

IF. Must lose a piece, and idtinialel.v the Game; but, if 
^ ke oMdd dwc)( witk the Kicgi Biabop^ be wonfcl win 
easily. 
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This Gambit is well known by the name of 
Salvio's Gambit ; but that denomination is 

incorrect, for that defence was iirst adopted by 
a very good player, who did not reside in the 
same town as Salvio did, but transmitted it to 
liini, being anxious to know whether he approved 
of it. 

The following arc variations in the defence : 

1. 

B. K. P. two squares. 
//'. The same. 

S. 

ii. K. IL P. two squares, 
/r. K. P. takes it. 

3. 

7?. K. Kt. to its B. third square. 
fV, K. Kt. P. two squares* 

4. 

jB. K. B. to its Q. B. fourth square. 

//'. K. Kt. P. one square. 

5. 

B. K. Kt. to adversary's K. fourth square* 
K. Kt. to its R. third square. 
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6. 

B. K. Kt. takes K. Kt. P, 
fF. Q» checks, (or aj 

7. 

S, K. K t. i nterposes ou the K. B. second square, 
fF. Q. P. two squares. 



6. 

(aJ B 

m K. Kt. takes K. Kt* 

7. 

B, Q. takei K. Kt. 
- W, Q. P. two squares. 

8. 

B*. Q. to advcnarjf^ K. R» fimrtii sqwire* 
IF. Q.P.talwsK.B. 

9. 

J9. Q. to adversan^s K. fourth square, and checks. 
IV, Q. to lier K. sccoud square. 

10. 

B. Q. takes K. R., but has nevertheless a bad Game, 
says Salvio : his remark; however, does not 
appear well founded; 

IF. for though Mfliite Q. should take K. P., and check, 

11. 

B» May play his K. to his B. second square, and 

Whitt has uu attack, and hdn lust a Rook for 
a Bishop. 

* It is dificolt to disoofer why Salvio dk) not direct the Queen t6 
nke the Gambiifs Paws, instead of this more. 
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8. 

B. If he take it with tlie K. B. 

IV. Q. B. to advemry*8 Kt fourth 

square, &c. 

And if Black take the Pawn with hit King's 
Paxcn, the White must play his Gambit^s Pawn, 
attacking at the san>e time iiis adversary s 
King's Bishop with his Queen* . In either case 
the White has decidedly tlie better Game. 



ANOHfER METHOD of DEFENDTNG Uie GAMBITj 
. Or» mortpropertjr, a Veriatim of tiie first Gane, 

B. K. P. two squares, 
/r. The same. 

2. 

B. K. B. P. two squares. 
W. K. P. takes it. 

s. 

B. K. Kt. to its B. third square. 
tV, K. Kt. P. two squares. 

4. 

JB. K. H. to itsQ. B. fourth square. • 
XK. K. Kt. P. one square. 



Digitized by Google 



jB- K. to Li* B. sq:i:.rc 
A'. K. Kjl to iu &. ttsrd squrc 

7. 

A P. omci^vart. or ^tf) 
Q. P.ooesqiure. 



7- 



IT. 

J2. K.Kt. 
IT. He 



7. 

m K. a to «lfcmr>'s Q. Kl.fiMith 

8. 

B, Q. Kt. to ad%ers;ir>'s Q. foitfUi Sd^iare. 

9. 

a. K. B-tUcsK. Kt. 
IK P. one •qwue. 

10. 

j^. K.RLlakctK.aP« 
IT. K. a Ini lit B. 



190 SALVIO. 

S. K. Kt takes K. B. P. 

fF* Q. P. one square, and gains two pieces for 
his King's Rook* 



11. 

B. Q. B. F. ou€ square. 

IS. 

B. Q.B.P.I«kciK. B. 
W. Theastne* 

13. 

B. K. Kt. takes Q. P., and cUecks. 
K. to his Q. secoud square. 

14. 

B. K. Kt. tdkcsQ. B. 
IV. Xbc Gambit's P. one sqatre, 

15. 

B. K. Kt. P. one square. 

W, Q. toidversary's K. R. third squaie, and cliedu. 

15. 

1). K. to his B. second sqnnrc 
H'. to adversary Ik. Kt. secoud square, ai|(| checks^ 

17. 

B. K. to his third square. 

Q. P. one square, and checks. 

18. 

B. K. takes it. 

W. Q. Kt. to iis B. liiiidiquiue, audch^cits. 



Digitized by Google 



SALVIO. 



191 



19. 

B» K. to his tbifd «qaaic« 
IT. Q. R. takes Kt 

dp. 

B, Q. B. P. to adversary's Q. Kt fonrtli tquaiie. 

IV, Q. Kt. to Us K. iuuiili square, (aj 

2!. 

JB» Q. to her K. B. square ; and, by forcing the ei» 
change of Queeiis^ destroys the White's attack. . 

fa) Tills move is* oi uiuly cxcepituaablc : were theKn!L^!it plajcU 
Lg ndv<r$ur^'s Q- Kl- faurth uquare^ White wuuld win tli« game. 
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Another GAMBIT. 



1. 

B. K. P. two squares. 

IV. Thesam*. 

a. 

B, K. B. P. two squares. 
U\ K. R lakes it. 

3. 

B. K. Kt. to its B. thiitl square. 
/F. K. Kt. F. two squares. 

4. 

B. K. B. P. two squares. 
/A". K. Kt. P. one square. 

5. 

B. K. Kt. to adversary's K. fourth square. 
/V, Q. to her K. second square. 

6. 

B, K. Kt. takes K. Kt. P. 
/V. K. B. P. two squares. 

7. 

B. K. Kt. to its B. second square. 
tt". K. fi. P. takes K. P. 
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.8. 

Q. to advefsary's K. R, fourth square, and 

checks. 



9* 

JB. Q. to adversary's K. B. fourth square. 
IV. K. Kt. to its B. third square. 

10. 

B. Q. takes Gambit's Pawn. 

> Q. P. two squares^ &c. 

The situation of the White pieces is superior 

to that ui his adversary's. 



K. to bis Q. square. 



VARIATION of this GAMBIT. 



B. K. P. two squares, 
The same. 

8. 



B. K. B. P. two squares. 
K. P. takes it. ^ 



B. K. Kt. to its B. third square. 
IPl K. Kt. P. two squares. 



•f - 
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4. 

B, K. R. P. two squares. 
fV, K. Kt. P. one square. 

5. 

B> K. Kt. to adversary's K. fourth square. 
IV. Q. to her K. second square. 

6. 

B, Q. P. two squares. 
fV, K. B, P. two squares. 

7. 

B. B. takes Gambit's Pawn. 
Q. P. one sc^uare. 

8. 

B. Q. B. to adversary*s K. Kt. fourth square. 

/F. K. Kt. to Us B. third square. 

9. 

B. Q. Kt to its B. third square, 
IV. Q. B. P. one square. 

10. 

B. Q. B. takes K. Kt. 
IV. Q. takes Q. B. 

II. 

B. K. Kt* to its Q. B. fourth square. 
/F. Q. Kt. P. two squar^. 

Salvio saysi " the Black being obliged to 
remove his Knight, the White may either take 
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the King's PawOi or play his King's Bishop's 
Pawn one square/* lliis remark appears to be 

futile : the VV liile's Game does not appear supe* 
rior in situation to his adversary's* 



ANOTHER METHOD of DEFENDING tbe GAMBIT. 

L 

Ik 

Ji. K. p. twosquares. 
XT. The same. 

B. K. B. P. two squares. 
IF. K. P. takes it. 

B. K. Kt. to its B. third square. 
IF. K. Kt. P. two squares. 

4. 

B. K. B. to itsQ. B. fourth square. 
fF. K. Kt. P.. one square. 

5- 

B. K. Kt. to adversai^'s K, fourth square. 
IF* Q- checks. 

6. 

B- K. to his B. square. 
' IF. K. Kt. to its ft. third square. 

O S 
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7. 

B. Q. P. two squam. 

//'. The Gambit a Pawn one square. 

8. 

B. K. Kt. P. one square. 
fV. Q. checks. 

9. 

jB. K. to his B. second square. 
fF' Q. to adversary's K« Kt. second square, and 
checks. 

10. 

B, K. to his third square. 

ir. K. 13. to its Kl. ^second square. 

11. 

B. K. Kt. to its Q. third square. 

IV. K. to his Kt. square, and Rook to it3 K. 
square. 

12. 

B, K. Kt. to its B. fourth square. 

fy. K. Kt. to its B. fourth square^ and checks. 

13. 

J9. K. to his Q. third square. 

fT. Q. to aUveriiaiy's K. B. second square. 

14. 

B. Q. B. P. one square 
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In this situation, Salvio says that White 
must take the King a Pawn with hi$ King's 
Rook ; and tbat» if Black take the Roofc> White 

may easi/y win the Gume. « 

He is very right in saying tliat White may 
win ; bttt» as I cannot agree with him in con* 
siderintr the method of winning as easy, I hdvc 
subjoined the moves by which it appears to me 
that White nay check-mate his opponent. 

Supposing, then, that, at the fourteenth move. 
White should take the King's Pawn with the 
King's Rook : 

15. 

S. K. takes K. R. 
fr . Q. p. two S4uares, and checks. • 

16. 

B, K. to his Q, third square, or {a) or {b) 
IF. K. Kt. to adversary's K. third square. 



(fl) B, K. B. takes Q. P. 

W* K. Kt. lo its Q. third sqimre, and checks. 

17. 

B, K. to fab Q. thifd aqoare. 
IF. Q.B. to its K. A. fourth aqinie, and clieck. 
mates. 

16. 

(h) B. K. Kt takes Q. P. 

W, K. Kt. to Ua Q. tiiurd square, ami checks. 
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17. 

B. Q. removes, orQ. B. takes K. Kt. 

/A . Q. B. to its K. B. fourth square, aud check* 
mates* 



17. 

B. K. to hisB. fourth squife. 

K. B. to its R. third iqiuire, «m1 cbeckA. 
IS. 

B. K. totdftnaiy'sK.' fearlh tfWK. 

IK Q. Kt.toitt Q. fecood iqttirc,aiid dKckHnsttn 

This is a very well played Game on the part of the White ; 
and it is nuu h to be regretted that the ItalUm Bietbod of 
Cuttiing has not be^o uoivenaUy adopted. 
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Another GAMBIT. 

J3. K. P. two squares* 

tr. The same* 

S. K. B. P. two squara. 
/r. K. p. takes it. 

B. K. Kt to its B. thiid square. 

fF. K. Kt. P. two squares. 

B, K. R. P. two squares. 
fV. K. Kt. P. oDe square. , 

5. 

B. K. Kt. to adversai)/ 's K. fourth square. 
tV. Q. to her K. second square. 

ft • 

B. K. Kt. takes K. Kt. P. 
IV. Q. ukes I^. P.> aod checks. 

7. 

5. Q interposes. 
Q. P. two squares. 
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8. 

K. Kt. to itsB. second square* 
. Q. takes Q., and checks. 

jB. K. B. takes Q. 

ff^. K. B. to its Q. third square. 

10. 

B, Q. P. two squares. 
fr. Q. Kt. to its B. third square* 

11. 

B, Q. B. P. one square. 

Q. B. to its K. B, fourth square. 

18. 

B. K. Kt. to its Q. third square. 
The Gambit's Pawa one square. 

B. K. Kt. P. takes it. 

ir. K. B- to adversary's K. Kt» third square, 
and checks. 

14. 

B. K to his Q. s(|uare. 

/F. K. Kt. to its B. third square. 

Salvio did nut cuntlimc this Game on the 
supposition^ I presume^ of its bemg an even 
game. It appears to me that White, at the 

twelfth move, ought to take the King's Knight 
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with bis Queen's Bishop, and then move his 
King's Kuinrht to its Bishop's third square; 
thus preserving the superiority of a Pawn, and 
a very good situation. 



VARIATION of the last GAMBIT. 
« 

1. 

B* K. P. two squares. 
The same. 

52. 

« 

£. K. B. F. two squares. 

fV, K. P. takes it. 

5. 

B, K. Kt. to its B. third square. 
/F. K. Kt. P. two squares. 

4. 

B. K. R. P. two squares. 
fV. K. Kt. P. one square. 

5. 

B. K. Kt. to adversary's K. fourth square. 
IK Q. to her K. second square. ' 
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6. 

n, K. Kt. takes K. Kt. P. (a) 
IV. Q. lakes K. P., and checks. 

7- » 

B, Q. interposes. 
ly. Q. P. two squares. 

8* 

B. Q. P. one square. 
//'. Q. 1]. takes K. Kt. 

9- 

B. Q. P. takes Q. 
/r. Q. B. takes Q. 

10. 

B. K. B. takes Q. B. 

IK Q. P. takes Q. P. on adversary's K. fourth 
squaje. 

11. 

B. Q. B. takes Gambit's Pawn. 
JV. K. B. to its Q. third square, &c. 

1 lie advantage is on the side of the White. 



6. 

or (a) n Q. P. two squares. 

}\ Q. P. one square. 

7. 

B. K. Kt. lakes K. Kt. P. 

W, Q. takes K. P.^ and cliccks^ &c. 
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Another GAMBIT. 
1. 

B. K. p. two squares. 
fV. The same. 

B, K. B. P. two squares. 
fV. K. P. takes it. 

B, K. R. P. two sqiiai t s. 

IV. K.B. to iuK. second square. 

Ji. K. Kt. to iu B. third square, 
/r. The same. 

5. 

B. Q. P- one s(iuare. 

fV. K. Kt, to its R. ibuvth square. 

6. 

^. Q. Kt. to its B. third square. 
/T. K. to his Kt, square, and iiouk to iu K. 
square. 

7. 

1?. K. Kt. P. two squares. 

/r. K. Kt. to its B. third square, &c 
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This Game h incorrect. The Knight** Pawn, 

v liicii the Black plays two squares at the seventh 
move, would of course be taken en passant io 
Great Britain or France, where it is optional to 

ailou, urprevcnt, a pau u'.s moving tzco syuare.f 
at once when it passes prise. It appears to nic 
that White, instead of castling, ought to move 
liis King's Kniglit to tiie kdvci^ary's Kings 
Knight third square. 
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Another GAMBIT. 

• . ' !• ■ ■ ' ' : \ .\A A ''\ 

£. K. P. two Bquarak 

The same ^ - . .\ ,i 

B. K. B. P. two squares, 

rV. K. p. takes it. 

a. 

£. K* R. P« two squares. 

JV. Q. P. two bc^uaies. : ' ' 

4. 

B. K. P. takes it. ' " 
IT. Q. takes K. P, 

5. 

B. Q. to her K. second square, and checks. 
JV* Q. B. to its K. third square. ^ <^ 

B. Q. Kt. to its B. third square. 
IV. Q. to her K. B. fourth square* 

7. . • 

jB. Q. P. two squares. 
Q. B. P. one square. 
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B. K. Kt. to its R. third square. 
K. B. to its Q. third :>quare. 

B. Q. to her K, B. second square. 
fV. K. Kt. to its B. third square. 

10. 

B. Q. B. takes Gambit's Pawn. 
fV. K. Kt. to adversary's K. Kt. fourth square. 

IJ. 

jB. Q, to her second square, Sec* 

The situation seems equally advautageous for 
both players. 

VARIATION of this GAMBIT. 

]. 

B. K. P. two squares. 

ir. The same. 

S. 

B, K. B. P. two squares. 
If^. K. r. takes it. 

3. 

-B. K. R. P. two squares. 

IV, K. li. to its K. becpiid square. 
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4* 

K. Kt. to its B. thii J square* 
IV. Q. P. two squares. 

5. 

B. .K. P. takes it. 
IV. U. takes K. P. , 

6. 

B. Q. Kt to its B. third square* 
IV. Q. to.her K. B. fourth square. 

7. 

B. K. B. to its Q. third square. 

fV, Q. to adveiaary's K, Kt. fourth squave. 

B. Q. to her K. second square. ^ . i 

, JV. K. Xt. to its B. third square 

9. 

B. K.castle8« 

Sai*tio does not go on with this Game. I do 
not think it well plaved. 



208 8AI.V10. 

Another GAMBIT. 



1. 

B. K. P. two squares. 
fV. Thesamq. 

B, K. B. P. two squares* 
K. P. takes it. 

3. 

B, K. Kt. to its B. third square, 
/f^, K. Kt. P. two squares. 

4. 

B. K. R. P. two squares. 
K. Kt. P. one square. 

5. 

. B. K. Kt. to adversary's K. fourth square. 
fF. K. B. to its K. second square. 

6. 

B. Q. takes K. Kt. P. 
IF. Q. P. one square. 

7. 

B. Q. to adversary's K. Kt second square 
fF. Q. P. takes K. Kt. 
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B. Q. takes Q. P. (a ) 
W, Q, Ivt. to U. third bquare. (b) 

9. 

B. Q. takes K. R. 

fV, K. B. takes K. R. P., and clicck>. 

10. 

B* K, to his Q. square. 
I/^. Q. B. to adversary b K. Kt. ioui tli squuie, 
aod checks. 

n. 

B, K, B, interposes on its K. second square. 
jr. Q. B. takes K. B., and checks. 

IS. 

B, K. takes Q. B. 

//^. Q. to her K. Kt. tbui th square. . 

13. 

B» K. R. takes K* B. 

//'. Q. takes K. lit. P., and checks, &c. 

Salvio states that the following Gamhit 

\ras sent to him by Signor Aluzio, who coin- 



(aj The Queen ought to have taken K. R. 

(bj ft would bare been better to bave moved tbe K. Kt. 
to its B. tbird square. 

P 
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iiionly won it of his adversary Don Geronimo 
Gascio. He hastily gives it as his opinion that 
tlic Wliite must win; but lias evidently analys- 
ed that game imperl'ectly. It is, in my opi- 
nion, the finest and most difficult of all Gambits. 
PiilUDOR hints at tiic ])U3sibility of siicrilicing 
the King's Knight, but he has abstained from 
teaching the j)layer those moves by which he 
may i^rcserve an attack sullicicntly ])utcnt to 
compensate him for the loss of the piece. Veu* 
DON I (who used to call it his Gambit) never, 
to my kuowledge, taught cither the attack or 
defence to any of his pupils. 

I feel very considerable diflidence in giving 
it as niy upiuion, tliat he who sacrifices the 
Knight ought to lose the game, if his adver- 
sary be va'i/ skilful. 

The following are Sajlvio's moves : 

1. 

tf^, K. P. two squares. 
JB. The same. 

/F. K. B. P. two squarc5>. 
B., K. P. takes it. 
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S. 

IF. K. Kt. to its B. third square. 
£. K. Kt. P. two squares. 

4. 

K. B. to its Q. B. fourth square, 
£. K. Kt. P. one square. 

fy. K. catties with K. on R. nqwfe, and R. oa 

B. square. 

B. K. Kt. P. takes K. Kt. 

W, Q. takes K. Kt. P. 
£. Q. to her K* second square. 
i 7. 

IV. Q. takes Ganibit's P. 

JB. K. Kt. to its R. tliird square. 

Q. takes Q. B. P. 

jB. Q. Kt. tp its B. third sqUfire. 

/iT. Q. Kt. to its B. third square. 

J5. Q. to her third square, (a) 



('fl) It sterns, that, if Black played his Qutcn to her B. 
* fotu'Ui square, lie ivould win Uie game ; because White could 
not support or retire lib K. B. without lotiog liif Q» by 
Black's playing his K. B. to ita Q. third iqiiafe. 

P2 
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10. 

JV, Q. Kt. to adversary's Q. fourth sc^uarc. 

Salvio does not go on with this game, but 

rcpeau his belief that the White nuibt w in. 

I have, however, but httle doubt that when 
the Italian method of castling is allowed, the 
player who takes tlie Kniglit must find great 
dithculty in defending the game ; as the Gam- 
bit player is not in that case obliged to lose a 
move to guard against the check with the Queen 
on the Queen's Bishop's fourth square, which 
would gain the adversary's King's Bishop. 

It is a most instructive game, and should 
be frequently played by all amateurs who are 
desirous of excelling in chess : to him who sa- 
crifices the Knight it will teach| better than 
any other game, the advantage of being able 
to bring more pieces into play than his ad* 
▼ersary, and clearly demonstrate the truth of a 
position not sufficiently attended to by young 
players, that, it is the situation and not the 
number of pieces which decides the event of a 
game: to the player who takes the Knight, it 
will sliow how essential it is not to lose a move, 
and the importance of seeking opportunities of 
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changing pieces when the adversary has a 
powerful attack ; for in this Gambit it may be 
asserted, that the Black must speedily lose the 
game if he do not carefully exchange pieces. 
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AN OPENING, 

Denominated by Salvio, and all Ualian Players^ 

Giuoco Piano; 

That Name br in'j given to all Openings iti which no Pawn 
sffcrjficed for tiic sake of an attackia^ Position, and in 
which (he K. Kt. aod K, B. are played ituiiiediately after 
the K. Pawn. 

I. 

B. K. P, two squares. 
//^. The same. 

B. K. Kt. to its B. third square. 
fF. Q. Kt to its B. third square. 

B, K. B. to its Q, B. fourth square, 

// . The same. 

4. 

i>. K. : > his R. ;:i|uarc, and R. to its B. Si|uaic. 
ir, K. Kt. to its B. tliird square. 

5. 

B. K. Kt. to adversary's K. Kt. fourtii square. 
Jy. K. castles. 
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JS. K. B. p. two scjuaies. 
K. R. P. one square. 

7. 

B. K. Kt. takes K. B, P. 
fF. K. R. Ukes K. Kt. 

8. 

B, K. B. takes K. R.^ and checks. 
IV. K. takes K. B. 

9. 

B. K. B. P. takes K. P. 
/V. Q. Kt. takes K. B. P. 

10. 

J3. Q. to adversary's K. R. fourth square^ 
checks. 

This move, says Salvio, will enable Black 
to recoyer the piece which he iias sacrificed ; ia 
which ease he will have a Rook and a Pawn 

against a Bishop. 

The piece is easily gained by the following 

moves : 

10. 

A Q. as above, and checks. 

fiPl K. to hi^ lliird square. 
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11. 

JL Q. to adversary's K. 13. fourth square, and 
checks. 

/r. K* to his Q. third square. 

112. 

B. Q. B. P. one square. 

ir, Tlie K. B. or the Q. Kt. removes ; 

Jy. (i. V. two sfjuarc's. 

// The otlier piece retires ; 

14. 

i>. K. P. to atlvtrsarv's K. louith s(|iiare, 
and checks, and the King s Knight is 
Ibrccd. 

Black in this game plays remarkably wcU ; 
and his attack exhibits an additional proof of 
iht superiority of the Itaiiau method of casthng 
over ours. 
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Aoother Giuoco Piano OPENING. 

1. 

jB« K. p. two squares. 

U\ The same. 

B* Q. P. one square. 

W. K. B. to its Q. B. fourth square. 

JB. K. B. to its K. second square. 
IF. K. Kt. to its B. third square. 

4. 

B, K. B. P. two squares. 
ir. K. P. tokes it. 

5. 

B. Q. B. takes K. P. 
IF» Q. B. P. one square. 

6, 

JS. K. Kt. to its B. third square. 
IF. Q. to her Kt. third square. 

7. 

B. Q. to her B. square. 

IF. K. Kt. to adversary's K. Kt. fourth square^ 
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This is not a good Opening ; some of the 
Black's moves are so exceptionable, that I am 

surprised at their being recommended by so 
finished a player as Saltio. 
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Aaother Giuoco Piano OPENING. 

B. K. P. two squares. 
fF. The same. 

jB. K. B. to its Q. B. fourth square. 
IF. The same. 

3. 

jB. K. Kt. to its B. third square. 
fF, Q. Kt, to its B. third square. 

4. 

S, K. to his Kt. square, and R. to its K. square. 
^F* K. Kt. to its B. third square. 

5. 

B. Q. B. P. one square. 

fF. K. Kt. to adversary's K. Kt. fourth square. 

6. 

B. Q. P. two squares* 
IF. K. P. takes it. 

7. 

B. K. B. takes K. B* P., and checks. 
IF. K. takes K. B. 
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J3. K. Kt. to adversary's K. Kt. fourth square^ 

and checks. 
i1\ K« to his Kt. square. 

J5. Q. takes K. Kt. 
ff^t Q. P. one squa^. 

10. 

B. Q. to adversary's K. R. fourth square. 

IV. Q. to her K. second squaie^aiid ihcu K.R.P. 
one square, &c. 

There is no advanta^re on either side, says 
Salvio. it appears to me to be slightly in 
favor of the filack. 
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Another OPENING. 

IF, K. P. two squares* 
A Q. fi. P. two squares. 

S. 

JV. K. B. to its Q. B. fourth square. 
B. Q. Kt. to its B. third square. 

3. 

IV, Q. B. P. one square. 
K« p. one square. 

4. 

//'. K. Kt. to its B. third square. 
JB. Q. P. two squares. 

5, 

JV, K. P. takes it. 

B. K. P. takes K. P., &c. 

The Black's move^ aic well calculatcti lo foil 
au attackiug player. 
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Another OPENING. 

B, Q. D. P. two squares. 
fV, Tht same. 

a. 

B. K. P. two squares. 
JV. The fiame. 

3. 

i>. Q. Kt. to its B. tlilid square. 
The same. 

4. 

B. Q. P. one square: 

IF, The same, 

5. 

£. K. B. P. two squares. 
fV. The same. 

This is a very uncommon Opening. The 

possibility of moving the Queen's Knight to 
the adversary's Queen's fourth square, whence 
it cannot be dislodged by any paxvn, is a suflS- 
cieut reason to consider this Opening as excep- 
tionable. 
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Another OPENING. 

I. 

i?. K. B. P. two squares* 
fV, The same. 

B, Q. P. two squares. 
JV. Thesaroe« 

3. 

B. K. Kt. to its fi. third square. 
iV. The same. 

4. 

£. K. P. one square. 
fV. The same. 

5. 

B. Q. B. P. two squares. 
IV. The same. 

The facility with which the King s Knight 
may be moved to the adversary's King's fourth 
square renders this Opening as exceptionable as 
the last. 
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A VERY SINGULAR POSITION, 

/awMftttf Igf $iGiioB PiBTRO Pbtbonio. 

Situation of the White Pieces : 

K. at adversary's Q. B. square. 
Q. at her B. third square. 

Q. E. at Its third square. 
K. R. at its fourth square. 
K. Kt. at its K. square. 
Q. Kt. at its Q. stjuare. 

B. at its R. third square. 
Q. B. at its K. R. second square. 
.Q. Kt. P. 4iL its Q. Kt. second 5C]uarc. 

Biack : 

K. at his Q. R. square. 

A Pawn at its Q. R. second square. 

Do. at its Q. R. third square. 

Do. at its Q. R. fourtii square. 

Do. at adversary's Q* R. fourth square. 

Do. at its Q. B. second square. 
Do. atnts Q. B. third square. 
Do. at its Q. B. fourth square. 
Do. at adversary's Q. B. fourth square. 
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White engages to checkmate Black King with 
his Pawn m/ourteeri.moYe$, without taking wfy 
of bts adversary's pawns, wmibjectfn^ hts pawii 
to criptiue, although it amst pass tluough the 
ranks of his adversaries pawns* This Po6itii£>il 
is very simitar to that- which is generftUy called 
Jifarshai fuse's Problem^ aud svhlch is inserted 
in the Stratagime* des Mchtcd* 

Tlie solution is as foiiows ; 
fV» K. Kt- to its Q. third .scpiare, 

JB. The Pawn is compelled to take it. ' 

Si. 

/r. Q. to her B. fourth sqiiare. 

B« The Pawn to adverskry's Q. sceoiid square. 

3. 

/v. K. R. to its Q. fourth square. • 

jB. 1 he Tasvii takc6 il. ^ ' >' 

41 

K. B. to its Kt. second square. 
JB. The Pawn to adversary's Q. third squaiCt 

S. 

W. Q. B. to adversary's Q, tfihrd squares 
The Pawn takes it. 

Q 
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6. 

IV. K. B. to adversary's Q. fourth square. 
B. The Pawn takes it. 

7. 

W. Q. to adversary's Q* B. second square* 
B. The Pawn to adversary's Q. fourth square. 

8. 

JF. Q. to adversary's Q. second square. 

jB. The Eawn to its Q. fourtli square. 

fF. Q. R. to its second square. 
B. The Pawn which is at the White Q. R. 
fourth square moves one square. 

10. 

ff. The Pawn one square. 
H. The Fawn at the R. fourth square^ one 
square. 

11. 

fF. The Pawn bne square. 

The Pawn at the Q. R. third square, one 
square. 

ISU 

fF. The Pawn one square. 
JB. The Pawn at the R. second square, one 
square. 
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IS. 

liT. Q. to the adversary's Q. B. diird square, 

aud checks. 
B, K» Co his Q. R. second square. 

14. 

fF. The Fawa one squarei and checkmates. 
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A V£RY REMARKABLE SITUATION, 

Arranged b; Salv 10. 

« 

K. at his square. 

Q. at adversary's K* third square. 
K. R. at its square. 

Q. R. at its Q. s(][uare. 
Q. B. at its square. 
Q. KU at its square. 




unmoved. 



Black. 

K. at his Kt. second bt^uare. 
K. P» at its own square. 

"White iDust compel his adversary to check* 
inate htm the first time that he moves his pawn* 
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1. 

IV, K. R. p. two squares* 

B. K. to bis B. square. 

XT* K. R. P. one square. 

Bm K. to his Kt. second square. 

3. 

IV, K. Kt. 'P. two squares. 

B, K. to his B. square. 

4. 

fV, K. Kt. P. one square. 

jB. K. to his Kt. second squaie. 

5. 

IV* K. B* P. two squares. 
B. K. to his B. square. 

6. 

W. K. B. P. one square. 
J}. K. to his Kt. second square* 

7. 

W, K. P. tvo squares* 
B, K. to his B. square. 

8. 

/f^. K. P. one square* 

K. to his Kt* second square* 

9. 

JV, K. to his B. seccMid square* 
B* K. to bis fi. square* 
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10. 

JV. K. to his Kt. third square. 
jB. K. to bis Kt. second square. 

11. 

W. K. to his Kt. fourth square. 
JB. K* to his B. square. 

12. 

tV. K. R. to its fourth square. 

JB. K* to his Kt. second square. 

IS. 

W. Q. B. to its K. B. fourth square. 
B. K. to his B. square. 

14. 

K. Kt. P. to adversary's K. Kt. third 
squire. 

J3. K. to his Kt. second square. 

15. 

W> K. to adversary's K. Kt. fourth square. 
JB. K. to his B. square. 

W. Q. to adversary's Q. B. square and checks. 

JB. K. to his Kt. secpnd squares 

17. 

W. Q. to adversary's Q. second square. 

B* K. to his B.^ Kt, or R. square. 
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18. 

tV. K. P. to adversary's K. third square. 

. K. tp \m. it. second square. 

Id. ' 

W. Q. R. to iu K. Kt square. 

JS. K. to hid Ivt. ^i^uarc. 

20. 

fV, Q. R. to its K. Kt fourth square. 

J5. K. to \ts Kt. second square. * ' 

21. 

/r. Q. Kt to its B. third square. 

B. K. to bis Kt. square. 

22 

W. Q. Kt to iU K, foortb square. 
B, K. to his Kt second square. , 

S3 ^ 

ly. Q. to adveraar^y ^ B. leoHid 

i^tfiit ike num. 
A K. to Im Kt. square. 

IT. Q. to adversary's Q. B. squar^ ajjjd cIm^S. 

JB. K. to his Kjt, seppati square. . ^; . , j 

jr. Q. Kt to iJdvasary's K. B. third square: 

B. The Pawn is coaipcUecl to take it, at the 

^aaioe -tiiKi^j^iAg .^checkmate* 

• * ■ * • I * 
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The following SITUATION occurred to two 

of Sa L V I o's friends* 

Black. 

K« at his Q. R. square. 

Q. at licr Kt, third square. 
Q. K. at its Q. square. 

Q. R. P. at its third sc^uare. 

Q. Kt. P. onmoved* ' 

K. P, at adversary's K. third square. * 

White. 

K. at his adversarf 's K. B. fourth square. 

Q. at adversary K. bquare. 

Q. K, at adversary's K. R. square. 

Q. P. at adversary's Q, second square. 

Black to move. 

The game appears to be decidedly in favor 
of the White, but the player of the Black drew 
the game by a very skUful move ; 

1. 

A Q. to hcf fourth squai^ and checks* 

W^. K. to adversary's K. B. third square. 
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2. 

B. Q. to her B. third square, and checks. 
JV. K. to adversary's K. second-square. 

B. Q. takes Q. P., and checks. 
IV. Q. takes Q. 

4. 

/j. Itook takes Rook, 
Q. to her third square. 

5. . 
jB. Rook to its Q. B. square, 
/r. Q. takes K. P. 

6. 

<B. Rook to its Q. B.' third square, and easily 

dravy^s the game. 

This is a remarkably instructive and well 

played Situation : none but a finished player 
would take the pawn with his Queen< 
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Another SITUATION. 

IVhite. 

K. at adversary's Q, Kt. fourth square. 

Q. R. P. at adversary's Q. R. second square. 
Q. Kt. P. at adversary's Q. Kt. thud square. 
Q. B. P. at adversary's Q. B. fourth square. 

Black, 

K. at his Q. Kt. second square. 
Q. R. at Q. B. square. 

White won by the following moves : 

1. 

/F. Q. B. P. one square, and checks. 

B, Rouk takes it. 

2. 

TF, Q. R. P. becomes a Queen, and checks. 

B. K. takes the Q. 

jr. K. takes Rook, 

B. K. to his Q. Kt. square. 



4. 

fV. Q. Kt P. one sqiiare* 

B, K. to his Q. R. second square. 

5. 

IF. K. to adversary's Q. B. second square^ and 

of course will easily win. 

Saltio has unaccouQtabiy fallen into error 
by saying that Bbck might have drawn the 
game by playing as follows : 

K 

' fF. Q. B. P. checks. 

JB. K. to his Q. R. squarCi as Salvia directs^ 

W. Q. Kt. P. checks. 

K. takes Q. R. P. ; and, says Salvio, 
draws the game, because White cannot 
take the Rook without stalemating his 
adversary : and if Whitr, instead of check- 
ing with his Queen's Knight Pawn, m ere 
to move his King, Black would equally 
draw the game by taking Q. B. P. with 
Rook, as White could not take with- 
out giving a stalemate. 

liowever, White may certainly win the game: 
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I. 

/F, Q. B. ?• checks. 

J3. K. to bis Q. R. square. 

2. 

//'. Q. Kt. P. checks. 
B. K. Ukes Q. li. P. 

3. 

Q. Kt P. takes Rook» becomes a Knigbt^ 

and checks. 
B* K. to his Q. Kt. square. 

H^, K. to ailvcrsary*s Q. Kt. third square. 
B. K. takes Kuight. or (0) 

4. 



K. tohisQ. K.square, 

5. 

W, Ught to wdnnmfB Q* IL wmihI iqiiare. 
B. K. to hii Q. Kt. sqaare, 

^. 

W, The Pawn checks. 
K. to his Q. K. square. 

IP, Tlie Pav^n becoiuei a Queea^ or a Rook^ and 

fi h^k inaliTffi 



White ma^ ec^uail; wio hy makiog a Buhop instead oi a 
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« 

5. 

fF, Q. B. P. to adversary's Q. B« second 
square. 

jB. K. to bis Q. second square. 

6. 

IV. K. to adyersary's Q. Kt second square^ ftc. 



r 



238 SALvio. 



Another SITUATION- 

White. 

K. at adversary's K. B. fourth square. 
Rook at adversary's Q. Kt second square* 

K. Kt. P« at adversary's K. Kt. third square. 

Black. 

K. at his Rook square* 

K. B. at adversary's Q. R. square. 

The White cannot win without sacrificing hia 
pawn* 

Es. 
1. 

W. K* to adversary's K. Kt. fourth square. 

B. Bishup to adversary s Q. fourth square. 

fV. K. to adversary's K. R. third square. 

B. Bishop to its Kt. second square, and 
checks. 

3. 

White cannot take on account of stalemate ; 
he is therefore obliged to ipove his King, 
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and Black moves his Bishop to its King's 
fourth square, or to adversary's Queen's 
Rook square, ftc. ; but White may win 
by giving away bis pawn. 

Ex. 
1. 

IV. The Pavu moves one square, and checks* 
£. The Bishop takes it. or {a) 



1. 

(•)W 

K. to bas B.iec4»d iqiiare. 

W. R. toiti Q. Kt. mmxt* 
, B* Bldiop takctpswD* (or h) 

S. 

Qi^W. 

B, Bishop to adversary's Q. fourth squar«, to prevent tht 
Book from moving to its KutquMO. 

S. 

W. Rook to its Q. Kt. fourth <;qn!ir<». 

B. if Black take the pawu. White wiU clteck on K. R. file, 
and win as in Vamtioo m; and if Black, intiead of 
taking the pawn, should nwfo bit Btabop to adrenvj'a 
K. B. aeciMMl aqoare. 

4. 

IT. Rook to its 1L Kt. louob Moan* 

B. Is compelled to nove bis K. to his KtBqoait. 

5. 

W. K. to adversar/s K. Kt third square. 
B. Bishop to adfersar/s Q. foortb sqoart. 

6. 

lf» Mu<;t not take Bifhop^ bat mfrvo hip Book to its X« foimi^ 

square. 

B. Bishop it conpeUod to Mdte the pawn. 
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2. 

/F. K. to adversary's K. Kt. tliird square. 
JB. Biabop ko its aquare. 

3. 

IT. Rook to adversary 's Q. Kt. square. 

A. K. to bis Kt. square. 

4. 

/y. Rook to adversary's Q. R. square. 

B. K. to his R. square. 

5. 

IF, Rook takes Bbhop, and cl^eckmates. 

3. 

W. Rook totts Mime* sndcbods. 
B* If Biihop kiteqioic, Wliite moffet Im K. to sd* 
f<emry's K. B. tfatrd squtre, ftc. ; ond If, in* 

stead of interposing, the Bisliop Blick play his 
K. to his Kt, square. 

4. 

W, K, to adversary i K.. Kt. tliird square. 
K. to B. square. 

5. 

Hook to its K. B. sqaare, and checks. 
K. to his Kt. square. 

6. 

W. Rook to its Q. B. square, and HinseasUy. 

T. 

' W. R'^ok rn n(]ver^Tiry'sK.si|Mre| and oheckf. 
B, Bi»l)up mierposcs. 

a 

TT. Hook to advenarj's Q.B., Q. Kt., or Q. B. wiiiare. 
' M. iLtohislCflqaare.' 

9. 

IF. Book takes Biftbop, aad s'itqi ob^kmto. 
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Q. Kt- P. at advasanr's Q. Kt. t n:rd ti^uajTC 
E. P. «t MlTa»T*s &. fomtii sqniie. 

Blsck. 

K. ait his Q. Kt. second square. 
Q. R. P. at its third ^^uiie. 

This ^xne if dnwn, the White beiog miahle 

to win. Salvio does not poiut out the Black's 
hot novel ; hot they ue not difficult to fiod 
oat. 

Ex. 
1. 

/F. K. to adversary's Q. thkd square. 
B. K. to Ui6 Q. Kt, square, or (a) 

(^JW. 

£, KL to his Q. B. square. 

* • 

)f . K. lo adversary's Q. B. third 9<|aiie. 
£• K. to ius Q. kt. 5qu;ire. 

R 
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2. 

W. K. to adversary s Q. B. third square. 
B. K. to Q. B. square. 

3. 

JV. Q. Kt. P. checks. 

jB. K. to his Q. Kt. square, &c. 



IF. Q. KL p. one square. 

li. K. to ills Q. K. second square. 



White caDDOt support the pawn without stalemating his ad- 
venaty. 



< 



SITUATION. 

K. at adversary's Q* B. fourth square. 
K. B. at its third square. 

Q. Kt. P. at adversary's Q. Kt. third square. 

Q. R. P. at adversary's Q. R. fourth 
square. 

Black. 

K. at his Q. R. square. 

Q. Kt. P. at its own square. 
Q. R* P. at its third square. 

This also is a drawn game, as White iievei 
can take Queen^s Knight Pawn without losing 

his Bibl^op, and the Situatiou will then be simi- 
lar to the last. 

If the White had a Knight instead of a Bishops 
he might win, but only by the following 
method : 

1. 

W, K. to adversary's Q* third square* 

B. K. to his Q. Kt. square. 

R 2 
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JV» K. to adversary's Q. second square. 

JB. K. to his Q. R. square. 

3. 

/F* Kt to adversary's K. fourth square* 

B. K. to his Q. Kt. square. 

4. 

fV, K. to adversary's Q. square. 
B> K. to Q. R. square. 

5. 

/r. Kt. to adversary's Q. fi« third square. 
B. Q. Kt. P. is compelled to take the Kt. 

6. 

fV. K. to adversary's Q. B. square, or second 
square. 

J5. Q. Kt. F. one square. 

7. 

iV. Q. Kt. P. checks. 

£. K. to his Q. R. second square. 

8. 

IF * Q. Kt. P. becomes aQuecDiand checkmates. 
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SITUATION. 

fVhite. 

K. at adversary's Q, Kt. square. 
Q.' at its Q. B. square. 

Q. Kt. P. at adversary's Q« Kt. secoad 
square. 

Black. 
K. at his Q. square. 

Q. R. at adversary's Q. R. second square. 
White has only one method of winning. 

1. 

JV. Rook to adversary's Q. B. fourth square. 
B. Rook to adversary's Q. R. square. 

2. 

Rook to adversary's Q. fourth square, 
and checks, 
fi. K. to his second square. * 

3. 

K. to adversary's Q. B. second square. 
Rook to adversary's Q. fi. square and 
checks. 
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4. 

JV. K. to adversary's Q. Kt. third square. 
B. Rook to adversary's Q. Kt. square^ and 
checks. 

5. 

IV, Interposes his iiouk, and, of course, \viii> 
the game. 
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SITUATION^ 

Black. 

K. at his RooVs second square. 
Q. at her Kt. fourth square* 
K. K«at its fi. square. 

K. Kt. P. at adversary's K. Kt. third square. 
K. R. P. at adversary's K. third square. 

mite. 

K* at his Rook's square. 

Q. P. at adversary's Q. second square. 

lilack undertakes to checkmate in nine moves 
at most, under the stipulation of diecking with 
one of his pawns, and checkmating the next 
move with the other : he engages also not to 
take the White pawn, even if it become a 
Queen. 

I. 

B. Q. to her B. third square^ and checks. 
/F. IL to bis Kt square. 



us 



2. 

jB. Q. to her Kt. tliird square, and checks. 

/F. K. to his 11. square. 

S. 

Q. to lier own square. 
/F. K, to his Kt. square. 

4. 

JL lUiok to adversary's K. B. second square. 
//'. K. to his R. square. 

/). K. to his R. third si|uarc, 
/r. K.. to his ivt. square. 

ii, Q. to adversary's K. K. fourth square. 
//'. The Pawn becomes a Queen, or («) 



f'a) B 

IF. K. to his R. square. 

r- 

B, Q. to advenaiy'8 K. & fourlii aquarr. 
IF. The P« puslies to Queen. 

8. 

Ii. K. Kl. P. dii^cks. 
IF. K. to lib Kt. sc^iiare. 

fi. K. R. P. gives checkmate. 



ULVtO. 

B. K. R. P. checks. 
Jr. K. to fats R. square* 

J3. K. Kt. P. gives checkmate* 
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GAME. 
1. 

W, K. P. two squares. 

JS, The same. 

a. 

JV. K. Kt. to its B. third square. 

B. Q. Kt. to its 13. tliiid square; 

3. 

JV. K. B. to its Q. B. fourth square. 
J5. The same. 

4. 

/K K. to his Kt. square^ and R. to its K« 

square, 

B. K. Kt. to its B. third square. 

5. 

JV. Q. B. P. one sfjuaic. 
B. K. Kt. to adversary's K. Kt. fourth square. 

6. 

U\ Q. P. two squares. 
B. K. P. takes it. 

7. 

/r. Q. B. P. takes K. P. 
B. Q. Kt. takes Q. 13. P. 
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8. 

JV. K. Kt. takes Q. Kt. 

B. Q. to adversary's K* R. fourth square, 

p. 

TV. k. Kt. tu its W. tliird square, oi (a) or C^) 
Q. takes K. B. P., and checks. 



( n) At the fitVt/A move, iiisteud of rnoviug K. Kt. to its 
tluid square^ Wbite may play as follows : 

^• 

W. K. R. P. one squire. 

B, Q. takes K. B. P., auU cUecks. 

10. 

W. K. to bis R. square. 
K. B. takes K. Kt. 

IJ. 

K. R. to ItsB. square. 
Q. P. two squares. 

If be were to take the Kt. either with bisQ. or R. P., he 
would be checkmated very speedily, particuhirly m the latter 
case ; therefore 

12. 

fT. K. F. takes Q. P. 

J9. K. castles^and will win the f;ame. 

( b) At the ninth move, instemi of iC. Ki. to Um B, third 
sfnofV, oriC. H. P.omtquan^ White onght to move» 

9. 

W, Q. B. to its K. tliird square. 
B. Q. takes K. R. P., and checks. 
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10. 

tV* K. to hifl R. square. 

B. Q. to adversary's K. Kt. square, and checks. 

11. 

Jr, K. Kt. or K. R. takes Q. 
JB. K. Jvt. to adversary's K. B. second squarCi 
and gives checkmate. 

White at tlie seventh move, instead of taking 
K. P. with Q. B. P., may take K. B. P. with 
his K. B., giving check ; and if Black take that 
Bishop, White ought to check with his K. Kt. 
on the adversary's K. Kt. fourth square, and 
afterwards take K. Kt. with' his Queen. If 
Black bhoiilcl dtclnie taking K. B., and, instead 
of it, should move his K. to his B. square, White 
must move his Q. B. to adversary's K. Kt. 
fourth 5quare. 



' 10. 

If*. K. to bU B. iqiore. 

JL Q. to adversary's K. R. square, and checks. 

11. 

K. to his secmd sqaare* 
B. Q. takes K. Kt. P.» and thus giias three paum for his 
Q« Kt., beside having an advantageous situation. 
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At the Hfoenth move, White may also play 
his K. R. P. one square ; and, after the Black 
*has retreated with his Kt, White may take 
K. P. with his Q. B. P. 

At the tleoenth move of Variation (a)^ when 
Black plays his Q. P. two squares, White, in- 

• stead of taking it, ouglit to move his K. B. to 
his K. second square, and Black would have a 
bad game ; therefore Black's tenth move, " K.B. 
takes Q. Kt. " is, in reality, exceptionable ; he 
ought, instead of that move, to play his 

Q. to adversary's K. Kt. third square. 



W. K. R. P. is obliged to take K. Kt. 
B. K. B. takes K. Kt. 



m Q. takes K. B. or (a) 
JB. Q. to adversai^'s K. R. fourth square, 
and checks. 



12. 

f« ^ fF. Q. B» to its K. B. fourth sqoaic. 

B. Q. to whcnu^'s R. fourth sqnaie, smI cliecki. 
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13. 

JV, K. to his Kt. square. 

Q. takes K. R., giving check, and after 
wards Q. B., &c. 



13. 

?r. Q. B. covers the check. 

S, K. B. to its K. lour til square. 

14. 

W. K. Kt. P. one square. 
B. The Bishop takes it. 

15. 

W, K. R. to its K. second square. 
B, Q. P. one square, and Black has four pawns for 
his adversary 's Knight. 



■ 



SALVIO. 



2bb 



GAME. 



1. 



B, K. P. two squares. 



/r. The same. 



B. K. Kt. to its K. third square. 
/F. Kt. to its Q. B. third squaie. 



B. K. B. to its B. fourth square. 
H^. The same. 

4. 

B. K. to his Kt. square, and K. IL to its K. 
square. 

fV. K. Kt. tu it5 K. B. third square. 

5. 

B. Q. B. P. one square. 

K. to his Kt. square, and K. R. to its K. 
square. 



B, K. P. one square. 

fy. K. Kt« to adveisary's K« Kt. fourth square. 



6. 



B» Q. P. two squares. 
fF. K. P. takes Q. P. ' 



7. 
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GAME. 

B* K. P. two squares. 
XPl The same. 

S. 

B. K. Kt. to its B. third square. 
IT. Q. Kt. to its fi. third square. 

5. 

B. K. B. to its Q. 6. fourth square. 
The same. 

4. 

B. K. to his Kt. square, and R. to its K* 

square. 

tr. K. Kt. to its B. third square. 

S. 

B. Q. U. P. one squarr. 
fV. K. to his Kt. square, and R. to its K. 
square. 

6. 

B. Q. P. two squares. 

/V. K. P. takes Q. P. or jaj 

6. 

<*)B 

K. B. to iU Q. Kt. Uiird square. 
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B. K. P. one square. 

fF* K. Kt. to adversary's K* Kt. fourth square, 
or (bj 

8. 

S, Q. B. to adversary's K. Kt. fourth square. 

/r. K. Kt. takes K. B. P., kc. 

r. 

B. Q. P. takes K. P. or (dj 
W. Q.KUtake8Q.P. 

(d) B. Q. P. one square. 

W, Q. Kt to ita aqoarck 

• — — « 

7. 

r*; ^ 

W. Q. P. two squares. 

8. 

JB* K. B. to adversary's Q. Kt. fourth square, and 
Black will recover bit Pawn wiUi a better aituaUoo, 
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GAME. 
1. 

W. K- P. two squares. 
jB. The same. 

2. 

IV, K. B. to its Q. B. fourth square. 
JB. The same» 

3. 

JV. Q. to her K. second square. 
jB. K. Kt. to its B. third square. 

4. 

/r. K. B. takes K. B. P., and checks. 
JB, K. takes the B. 

5. 

IV. Q. to her B. tourth square, and checks. 
B. Q. P. two squares. 

6. 

TV. Q. takes K. B. 
JS. K. Kt. takes K. P. 

7. 

/F. Q. to K. third square. 

B. K. Kt. to its B. third square, &c» The 

Black has a very good game. 
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GAME- 
1. 

K. P. two squares. 
JB. The same. 

^\ 

IV. K. Kt. to its B. third square- 
£• Q. Kt» to its B* third square. 

K. B. to its Q. fi. fourth square. 

B, K. Kt. to its B. third square. - 

JV, K. Kt. to adversary's K. Kt. fourth square. 
JB. Q. P. two squares. 

5. 

/r. K. p. takes Q. P. 
ii. K. Kt. takes K. P. 

6. 

W. K. Kt. takes K. B. P. 
£. K. takes Kt. 

7. 

W. Q. to her K. B. third square, aad checks. 
£• K* to his third square- 
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8. 

fi\ Q. Kt. to its B. third square. 
B, Q. Kt. to its K. second square. 

9. 

JV, K. to his R. square, and R. to its K. square. 

JB, Q. B. P. one 5(^uaic. 

10. 

fr. Q. P. two squares. 

K. to his Q. third square. 

11. 

IF. Q. Kt. takes K. Kt. 
B. K. Kt. takes Q. Kt. 

12. 

/r. K. B. takes Kt. 
Q. B. F. takes K. B. 

13. 

/F. K. R. takes K. P., and White will win the 
game easier than if he take K. 1\ with his 
Q. P., givinij check. 



FIRST VARIATION of this GAME. 

1. 

W. K. P. i wo squares. 



SAtvia 



W. K, Kt. to its B. tJiird sijuare, 
B. Q. Kt, to its third aquwre, 

a. 

W. J^, B. toiu Q. B.faurtktqum. 
B. K. KU toUsB, thirdiqiiare* 

4. 

W. A'. Kt. lo adversary's K,Mt. fourth square* 

W. P. /aAe* Q. P. 

B. Q. Kt. to its A. fourth square. 

6. 

W^. K. B to adversary's Q. Kt. fourth square, 

and checks. 
B. Q. B. to its Q. second square. 

7. 

fF, Q. to her K. second square, and White will 
have the best of the game. 



SECOND VARIATION of this GAME. 

1. 

W. K. P, two sqitares* 
B. The same. 
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5. 

W. K. Kf . to its B. third square, 
B* Q. KL to ita B* third square* 

3. 

W. K, B, to its Q. B, fourth square* 

B. A. A/, toit.s JL tliird ."^qiKue. 

s 

^. 

W. K. Kt.to adversary's K, Kt* fourth square. 
B. Q, F, ivco squares, 

5. 

W. K. P. takes Q, P. 
U. A. A/, /ate A'. JP. 

6. 

W. A. A7. takosK,B,P. 
B. A. takes Kt, 

7. 

W. Q. to her K, B. third square^ and cliecks, 

B. A. lo hus iliirdaqnare. 

8. 

W. Q. Kt. to its B, third square. 

B, Q. Kt. to adversary 's Q. Kt. fourth square. 

TF* K. to his Kt. square, and R* to its K. 

square. 
jB. Q. B. p. one square. 

10. 

n\ K. B. to its Q. Kt. tliinl square, and then 
Q. R« P. one square, 8lc, 
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TRIAD VARIATION of this GAME. 

W. K. P. twosquarei, 
B. Jlie wme. 

f. 

W. K. Kt. to itsB. third square. 
B. Q. Kt. to its B. third square, 

S. 

W. B. to its Q. B.fcmrtJi square, 
B. K, Kt. toils B. third square, 

4. 

W. K. Kt. to adversary's K, Kt, fourth square 
B. Q. F, two s^ptares, 

5. 

W. K. F. iake$ Q, p. 
B. K.Kt.tahe8K.P. 

6. 

W. K. Kt. takeiK,B.F. 
B. K. takes Kt. 

7. 

W. Q. to her K. B. third square, and checks, 
B K,toku third squm* 

W. Q, Kt, io Us B. third square,} 
B. Q* Kt, toUs K, second square^ 
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wW. K, to hisR, square, ondR* to its K» square, 
B. Q. P. one square, 

10. 

"W. Q. P. ftt;o squares, 

B. £. to Q. third square, 

IK 

\V. Kt, takes K, Kt, 
B, Q. B. P. takes Q, Kt. 

12. 

IV, Q. P. takes K. P., and checks. 

K. to his Q. B. third square, or (a^ 



11. 

r«; » 

ii. K.. to lib Q. B. second square. 

12. 

W, K. P. one square. 
Q. P.takesK.B. 

13. 

W. Q. B. to its K. B. fourtU square, and checks. 
B, K. to bit Q« SiX, tiiird square* 

14. 

ir. Q. Ii. to its Q. Mjudre. 
Q. to K.squaif« 
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13. 

tF. Q. to her fi. third square. 
B. Q. P. takes K. B. or (A; 

U. 

fF. Q. takes the P.| and checks. 
Must lose. 

Salvio does not continue this game.— The 
following moves appear calculated to win it 
speedily: 

15. 

fV, Q. to licr K. third square, and checks. 
B. K. to-his Q. B. third square. 

16. 

jr. Q. R. to adversary's Q. third square, and • 
checks. 

JB. K. to his Q. B. second square, (c) 

13. 

(hjW. 

B, Q.P.one8qaare. 

14. 

IV, Q. cheHvs at !i< t K. R. third square, or retires to 
her Kt. third square. 

(ej If he ihould mofc his King to his Q. Kt fourth squtie, 
jOD must move your Qtnen to his K. fourth square, and he 
cannot avoid being checkmated. 
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17. 

JF* Q. to adversary's Q. 13. fourth square, and 
checks. 

11. Kt. intcipuses. 

18. 

JV. Q. R. to adversary's Q. second square, and 

checkmate:). 
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GAME. 



1. 

fV. P. two squares. 

J5. The same. 

K. B. P. two squares. 
jB. Q. Kt. to its B. third square. 

3. 

JV. K. Kt. to its B. third square. 
B. K. B. to its Q. B. fourth square. 

4. 

K. B. P. takes K. P. 
B. Q. Kt. takes K. B. P. 

5. 

W. K. Kt. takes Q. Kt. 

Q. to adversary's K. R. fourth square, and 

checks. 

5. 

IV. K. Kt. P. one square. 

JB. Q. takes K. P., and checks. 

7. 

Q. to her K. second square. 
B. Q. takes K. R. 
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8. 

JF. K. Kt. to adversary's K. Kt. third square, 

and checks with the Q. 
B. K. Kt. to its K. second square. 

9. 

/r. K. Kt. takes K. 11. 
B, Q. P. one square. 

10. 

IF. Q. to adversary 'b K. R. fourth square, being 
the best he can do. 

iJ. Q. to adversary's K. fourth square, and 
clucks. By this move Bkick protects 
his K. R. P., and will ultimately recover 
the piece, by moving the Q. to her 
K, 1>. iourih square. 
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GAME. 

u 

S, K. P. two squares. 

ir, Tiie same. 

2. 

B. K. B. to its Q. B, fourth square. 
ir. Tiie same. 

B. K. Kt. to its B. third square. 
fy. Q, P. t>ne square. 

4. 

B. Q. P. one square. 

ty. K. Kt. to li. third square. 

5. 

B. Q. B. P. one square. 
fV. Q. to K. second square. 

6. 

B. Q. Kt. P. two squares. 

JV, K. B. to its Q. Kt. third square. 

7. 

B. Q. R. P. two squares. 
, JV. K. Kt. to adversary's K. Kt. fourth square. 
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8. 

B. K. castles. 

/f^. Q, 11. P. one square. 

9. 

B. K. R. P. one square. 
K. 11. P. two squares. 

10. 

B. K. R- P. takes K. Kt. 
JF. K. li. P. takes iv. 11. P. 

11. 

B, K. K t. to adversary's K. Ki. fourth square, 
/r. Q. to her K. li. third square. 

12. 

B. K. B. takes K. B. P., and checks. 
//'''■. K. to his second square, and aftcrw ards Q. 
to her K. R. third square. 

If at the tenth move, instead of K. Kt. 
to adversary's K. Kt. fourth square, White 
were to move Q. B. to adversary's K. Kt. fourth 
square, J>iack would recover the advantage he 
had lost by pushing the K. li. P. one square. 

At the eleventh move, if White were to take 
K. B. P. withtlie Kt. instead of taking; it with 
the B,, Black would move his K. 11. to adver- 
sary's K. R. square, and check, then check 
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agaia with the Q. on the adversary's K. R. fourth 
square ; and, K. R. P. being pushed in the 
line of the K. Kt., would decide the game 
in favor of the Black. 

Salvio here leaves off, and says that the 
White will Mrin. He appears to be correct in 
his assertion; but the game is^ neverthelessy 

diiScult. 
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1. 

ir, K. p. two squares, 
B, The same. 

/r. K. n. to its Q, B. fourth square. 

li. The sdinc, 

S. 

//'. Q. to her K. second square. 
B. Q. Kt. to its B. third square, (a) 

4. 

// '. Q. 13. P. one square. 
B, Q. p. one square. 

^• 

. Q. P. one square. 
Q. to her K, second square. 

6. 

^'^ Iv. I>. P. two squares. 

Q. B. to its Q. second square. ^ 

( ^ moxt .I Jo J,,,,, ^ecomi square would be |>rerenif»]i-, 
!I* *^*"'^"'^t«aUMl in tUv following Variation, begiuniiis at llie 
move ul the Wliite, 

'*'«tk V/ I*^'*' ^^''"^*'***^ Queen wore not at lier K. second square, 
•^««rcsoiHl,ciiext,„ovo. 



ci by Google 



SALVIO. 9^ 
7. 

fF, K. Kt. to its B. third square. 

B. K* to his Q. Kt. square, and R. to its K. 

square. 

8. 

fF, K. B. P. one square. 
Bm K. Rt. P. one square. 

fF. K. Kt. P. two squares. ' ^ 

-B. K. R. P. two squares. 

10. 

/F. K. Kt. to adversary's K. Kt. fourth squatii 
B. K* Kt. to its R. third square. 

11.' • •• • ' i ^ 
fF, K. R. P. one square. 
B. K. B« P. one square. 

12. 

fF. K. Kt. to adversary's K. third square. 



V, 



VARIATION of this GAME. 

I. 

W. Mi. F, two iquares* 

T 
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2. 

W. K. B. to its Q, B. fourth square, 
B. Tlie same, 

5. 

Q. to her K. second sqvare, 
B. Q. KL to Us B. third square, 

4. 

rV, K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

5. 

/r. Q. to herB. fourth -square, and checks. 
B. K. to his square. 

6, 

IV » Q. takes K. B., and wins a Pawn. 
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GAME. 
1. 

fy. K. p. two squares. 

ii. The ^auic. 

S. 

JV, K. B. to its Q. B. fourth iiquare. 
B. The same. 

3. 

IV. Q. B. P. one square. 
B. The same, (a) 

Q. to her K. second 3(|uare. (^) 
iS. K. Kt. to its K. second square* (c) 

(m) This is a higfaty exceptionable move : initead of It, the 
Queen ought to be moved to her K. leeond iqnan. 

(h) Salvio htsnot directed the White tosviil hinnelf of 

bis adversary b error: Wbite ma^ play inucb better, ex. gr. 

4. 

ff Q. P. two squares (instead of Q. to K. second s«^uarej. 
B, YL P. lakes Q. P. 

5. 

W, K. B.tid(e8 K. Q. P.* lod checU. 

B. K. takes K. B. 

6. 

IT. Q. to advemry'i K. R. fourth i(|utie» |ivuig check. 
B. R. Kt P. one square. 

7. 

W, Q. takes K. B.» and Wbite hmu much better game. 
(c) This 11 aho a had move, though U ihoiild stem thai 
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5. 

fV. Q. P. one square. 

B. The same. 

6- 

XT. K. B* P. two squares. 

B. K. P. take^ P. 

7. ' 

fF. B. tokesK. P. 

J5. K. Kt. to its third square. 

8. 

IV, Q. fi. retires to its K. third square. 
B. K. B. takes K. B. 

/r. Q. takes & 
B. K. Castles. 



S A L V I o koew not how to pr o^t this mistake. Wbitc Wfjki 
iQ move Aft loUowi : 

5. 

fV. K. B. tal ( > K. B. aod tlieck*. 
jB. K. takes k. B. 

6. 

H^. Q. to lier B. fourth iqare, siid checks. 
jB. Q. p. two iqiiaics* 

7. 

m Q. takes K. B. 
a. Q. P. takes K. P. 

S. 

H', Q» takes K. P« and Wliite ought to vtm tbegaiue. 
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10. 

JV. K. Kt. to its B. third square. 

JB. Q. B. to its K. third tqnare, and Black has 
a very good game, says Sa Lvro 5 but the 
superiority of the Black's position is 
certainly not obvious, and the White's 
pieces appear to be equally well situated* 
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GAxME. 

/f^ . K. F. two squares. 
A The same. - 

2. 

fy. K. B. to its Q. B. fourth square. 

B, The same. 

9. 

/F. Q, to herK. second square* 
B. K. Kt to its B. third square. 

4. 

/F. Q. B. P. one scpiare* 

B, K. to his Kt. square, and R. to its K* 

5. 

JV. Q. P. one s^juare. 

B. Q. B. P. one :>(|iiure. 

6. 

H\ Q. B. to adversary's K. Kt. fourth square. 

B. Q. P. two b^uaits. 

7. 

ly. K. B. to its Q. Kt. third square. 
B. Q. P. tokcs K. P. 
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8. 

/r. Q. P. Ukes Q. P, 

Both games appear equally well opened ; but 
White ought certainly to take Q. P. with K. P., 
instead of retiring B. to Q. Kt. third square*. 
(Move 7.) 
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GAME. 
1. 

B. K. P, two squares. 
fV, The same. 

^ • 

B, K. B. to its Q. B. fourth square. 
/V, The same. 

3. 

B. K. Kt. to its B. third b([uare. 
fr. The same. 

4. 

£. K. Kt. takes K. P. 
fV. Q. P. two squares. 

5. 

JB. K. P. takes Q. P. 

fF. K. to his Kt. square, and R. to its K. 
square. 

6. 

B. K. to his Kt. sf[uarc, and il. to its K. 

square, or (a J 
JV. K. B. takes K. B. P., and checks. 

(u) If, instead of castlir^, Black should uiovc his Q. P. 
second s(|uare, While ought to plav ia the following uiatoner : 
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7. 

B. K. takes K. B. 

IF. K. R. takes K. Kt. 

8. 

B. K. R. retakes R. 

IV. K. Kt. to adversary's K. Kt fourth square^ 
and checks. 

9- 

B. K. to his Kt. square, 
/r. K. Kt. takes K. R., &c. 

The three lastrooves of the White are skilful, 

and Salvio seems to have inserted this Game 
merely to introduce tliem : nevertheless, the 
Black has the better game, for he has seven 
pawns to six, and his situation is not inferior. 
Atter the White has taken the King's Rook 
(Move 9)t Black ought to move his Q. to her 
K. second square* 



6, 

W. K. 0. takes Q. P. 

r. 

B. Q. takes B. 

W. Q. Kt. to its B. third m^wrt, which forces Kt* and Pkwo, 
muA fp9t§ While a superior silitatkiii. 
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GAME. 
1. 

K. P. tvro squared. 
ff^. The same. 

i?. K. Kt. to its B. third ^(juare. 
K. B« to its Q. iourth square* 

3. 

B. Kt. takes K. P. 

H^, Q. to ber K* secoad square. 

4. 

B, Q. P. two squares. 

fF. K. B. to adversary's Q. Kt. fourth square, 
and checks. 

5. 

JJ. Q. B. P. one square. 

. IT* K. B. to its Q. iU fourth square. 

6. 

B> K. B. P. one square. 
K. B. P. one square. 

7. 

jB. K. Kt. to its Q. i>. fouitli square, and 
Qlack will remaiu with a pawn more. 
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VARIATION of this GA ME, 

Beginmng at the fourth move qf the White. 

1. 

B. K. P. two squarei, 
W. Theeame. 

2. 

B. K. Kt. to its B. third square, 
W. K, B. to Um Q. B.^owth square, 

B. Kt.takeeK.P. 

W. <)• to her K, second square. 

4. 

B. Q. P. two squares. 
IV. Q« P. one square. 

5, 

Q. P. takes K. B. 
W. Q, takes K.Kt. 

B. Q. P. takes Q. P. 

JV. Q. takes K. P., and checks. 

7. 

B, Q. B. to its K. third square. 
Q. B. P. takes P. 



r 
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B. Q. takes Q. B. P. 

fV. Q. takes Q. B. P., aad the game will be 
equal* 



Another VARIATION of this GAME, ' 
Begimimg <U thefaurthnme^^ the fVlutt, 

U 

B. K, P. two iquam. 
W. Thetcme, 

B. A" Kt. to its B. tJdrd square, 
W. K. to its Q. B. fourth gquaro, 

3. 

B. Kt. takes K. P. 

W. to her K, second square, 

4. 

B. Q. P. two squares. 

tV, K. B. to its Q. third square. 

5. 

B, K. B. P. two stjuares. 
JV, K. B. P. oae square. 
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6. 

A K. Kt. to its Q. B. fourth square. 
iV. Q« takes K* P.^ and checks. 

r. 

JB. K. to his B. second square. 
fF. K. B. takes K. B- F. 

8. 

Q. Kt. to its B. third square. 
IF. Q. to lier K. B. fourth square. 

K. B. to its Q. third square, 
/r. Q. to her K. Kt. fourth square. 

10. 

£« R. to its K. square, giving check, and 
Black has a better game, as his pieces 
are very advantageously posted. 

If Black M'cre to clieck (at the 6th move) 
Avitli the Queen, instead of retijing K. Kt. to its 
Q. B. fourth square. White would gain a piece 
iuiLrposiiig with the K. Kt. P. 
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GAME. 

B* K. P. two squares* 

ir. The same. 

B. K. Kt. to its B. thini square. 

//'. Q. Kt. to its B. third square. 

S. 

jB. K. B. to adversary's Q. Kt. fourth square. 
IF. K. B. to its Q. B. fourth square. (Da- 
HT ANO directs White to move Q. P. one 

square, in order to siijiport the K. P. ; 
but Lopez is of opinion ti)ut iv. B. to its 
Q. B. fourth square is a better move. 
(IVote bif Salvio.) — The Editor coin- 
cides in opinion with LoP£z. 

4. 

B. K. B. takes Q. Kt. 
/K. Q. P. lakes B. 

5. 

B. K. Kt. takes K. P. 

/r. K. B. takes K. B. P., and checks. 
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6. 

JS. K. takes K. B. 

W. Q. to adversary's fourth square, and 

checks. 

7. 

B. K. to his own square. 

//; Q. takes K. Kt., unci White has a good 
game. 
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GAME. 
1. 

'IV, K. P. two squares. 

i>. K. P. one square. 

JV, Q. P. two squares. 

B, Q. B. P. uiic square. 

3. 

Jl\ K. B. to its Q. third square. 
B. K. B. to itsK. second square. 

4. 

ll\ K. Kt. to iti: B. third square* 
B, The same. 

5. 

il\ K. R. P. two squares. 

/?, K. to his Kt. square, and II. to its K. 

6. 

rr. K. P. one square. 

B, K. Kt. to its Q. fourth square. 

7. 

n\ K. B. takes K. 11. J\, and clicck^. 
B. K. takes B. 
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8. 

fF^ K. Kt. Jo adversary's K. Kt fourth square^ 
and checks. 

B. K. li. takes K. Kt. or (aj 

9- 

fF. K. R. P. takes B., and checks with K. R. 
B. K. to his Kt. third square, or {bj 



(m) At the dghth move, unteml of lnSm^ K. Kt. with K. B., 
Bliek m^^ play the UXtimmg mofct : 

8. 

B, K. to bis Kt. third M^uare. or (*) 

W, K. R. P. one square, and checks. 
B. Caiiuot avoid being checkmated. 



8. 

(*) JBL K.tohi8Kt.iqi»re. 

9. 

W. Q. to adver«4ary's K. R, fourth square, 
ir. K.atakesK.Kc 

10. 

IT. K.ILP. lakM B. 



9. 

(h) B. K. to hit Kt. sqvue. 

U 
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10. 

fr* to adversary's K. R. fourth square, and 
checks. 

B. K. to his B. fourth square. 

n. 

fF. Q* to her K. £. third square, aud checks. 
K. to his Kt. third square, or to adversa- 
ry's K. fourth bquai L, and caunot av oid 
checkmate the ensuing move. 

The moves uf the White arc rcuiarkably skil- 
ful, aud the attack exceedingly well conducted. 



10. 

ff. Q. to adversary's K.K, fourUi square. 
K. B. i*. one a<|uare. 

11. 

B* K. to his B» second squire. 

12. 

IK P. one square, to advensiy't K. Kt. thkd square, 

and checks. 

M, K. takes P., or retires to bis secoud square; fn 
either of which cases be may be imuiediately 
clieckwatetJ. 
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GAME. 
1. 

/V, K. P. two squares. 
B, K. P. one square. 

fV, Q. B. P. one square. 
jB. The same. 

3. 

W. Q. P. two squares. 

B. K. B. to its K. second square. 

fV, K. B. to its Q. third square. 
JB. K. Kt. to its B. third square. 

5. 

fV* K. Kt. to its B. third square. 
JB. K. to his Kt. square^ and B. to Its K. 
square. 

6. 

K. R. P. two squares. 

B. Q. P. two squares. 

7. 

IV. K. P. one square. 

£• K. Kt. to adversary's K. fourth square. 

U <2 
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8. 

Q. to her K. second square. 
B. K. B. P. two squares. 

9. 

IV. K. Kt. P. one square. 
Q. B. F. one square* 

10. 

fF» K. R. to its Kt. square. 
B. Q. B. P. one square. 

lU 

W. K. B. to its Q. B. second square* 
B, Q. Kt. to its B. third square. 

12. 

IV. K. Kt. to its R. second square. 

Q. B. to its Q. second square. 

13. 

W. K. B. P. one square. 

B. K. Kt. takes K. Kt. P. 

14. 

W. K. R. takes K. Kt. 

B. K. B. takes K. R. P. 

15. 

Q. to her K. B. second square. 

B. K. B. takes K. R. 

16. 

Q. takes K. B., and must win the game. 
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//'. B. to iL Mr^vii;! ir- .^-tL' 
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8. 

W. K. B. to its third square, 
Q* to her second square. 

JF, K. to his R. square, and R. to its B. square. 
jB. K. R, p. one square. 

10. 

JV. K. Kt. to its R. third square. 
B. K. Ivt. P. oae square. 

11. 

IV. Q. B. P. one square. 

B, K. to his Q. Kt. or B. square, and R. to 
its Q. square. 

Tliis Game ap^^ears to be exceedingly ill 
played. 
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GAjVIE. 

W, K. P. two squares. 
J?. Q. P. two squares. 

K. P. one square. 
Q. P. one square. 

W, K. B. P. two squares. 
Q. B. V. two squares. 

4. 

W. K« Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

W. Q. P. cue square. 
K. P. one square. 

& 

W. Q. Kt. to its Q. second square. 
jB. K. B. P. two squares, or {a) 



(^) Instead of posbins K. B. P. two sqaaicf. Black may play 
the Ibllowiiig moves : 

6. 

Q. to ker B. second square. 
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7. 

W. K. Kt. to adversary's K. Kt. fourth S(^uare. 
B* K. Kt. P. one square. 

8. 

W. K. R. P. two squares. 
B. K. R. P. one square. 

9. 

JV. Kt. retires. 

B. K. R. P. one square. 

7. 

Tf . Q. Kt. to ill K. fouilli square. 
B. K* B. P. two aqnaici. (*) 

S. 

IF. Q. Kt. to its K. Kt. tUrd sqitaf^ and botb games are 
e(]uall^ good. 

(*) Acoordini to tbe prcM&t •jr»tem, Uutptwo ou^^Ui to be taken 
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GAME, 
1. 

IV. K. P. two squares. 

J5. Q. P. two squares. 

2. 

tV. K. P. one square* 

B, Q. P. one s(^uare. 

JF. K. B. P. two squares. 
B. Q. B. P. two squares. 

4. 

JF. K. Ij. to its Q. B. fouitii square. 
K. P. cue square. 

5. 

/f''. K. Kt. to its B. third square. 
B. Q. Kt. to its 13. tlilrd square. 

6. 

/F. Q. R. P. one square, or (a) 
JB. K. R. P. one square. 

6. 

CaJ W, K. Kt. to adverraty'a K. Kt. fourth square. 
B. K. R. P. one square. 

7. 

IFl Q. to ftdTersar^^s K. R. fourth square. 

ii. K. Kt. 1\ out 34uaic. 
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7. 

W. Q. P. one square. 

Q* to her B. second square. 

8. 

fV. Q. Kt. to its Q. second square. 
B. Q. B. to its Q. second square. 

9. 

JV. Q. Kt. to its K. fourth square. 

K« to Q. R. square, and IL to Q. B. 
square, and both games are equally 

gooti. 



a. 

Q. toher K. R. third tquue. 
A C B. to its K. iecood iquaie. 

9. 

W. K. Kt. to its K. fotiith square. 
B» K. B. P. two squares. 
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GAME. 

JV. K. P. two squares. 
JB. Q. P. two squares. 

2. 

W. K. P. takes Q. P. 
B. Q. takes P. 

5. 

K. Kt. to its K. second square. 
JB. Q. B« to its K, B. fourth square* 

4. 

Q. Kt. to its B. third square. 
J3. Q. to her second square. 

5. 

IT. Q. P. two squares. 
B. K. P. one square. 

6. 

JF. K* Kt. to its third square. 

B. Q. B. to iU K. Kt. tbiid squaiv. 

7. 

IV. K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. third square. 
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8. 

K. to his Kt. square, and R. to its K. 
square. 

B. Jv. B. to its K, second square. 

9- 

JV, Q. P. one square. 

B. K. P. takes Q. P. 

10. 

JV. Q. Kt. takes K. P. (a) 

B. K. to his R. square, ancl R. to its K. 

square. 

11. 

JV, Q. I), to its K. B. fourth square. 
B. Q. Kt. to its R. third square. 

12. 

JV. Q. Kt. takes K. B., and checks. 
J3. K. R. takes Q. Kt. 

13. 

JV, K. R. takes It 
B. Q. takes R., &c. 

Tlie moves of the Black are certainly ill 
played, and the Gatne^ upon the whole, is badly 
opened. 

(m) If Wbite lake K. P. with the Bbhop, Bhurk w91 foitx 
sn exchange of Queens, by pushiog Q. B. P., aod have a good 
gMinc. 
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THE KING'S GAMBIT. 

I. 

K. P. two squares. 

B, The same. 

fi. 

K. B. P. two squares: 

B, P. tukes P. 

5. 

JV. K. Kt. to its B. tbird square. 

B. K. Kt. P. two squares. 

4. 

IV. K. B. to its Qw^ B. fourth square. 
JB. K. Kt. P. one square. 

5. 

IV. K. Kt. to adversary 's K. fourth square. 
B. Q. to adversary's K. R. fourth square, and 

checks. 

6. 

IV. K. to his B. square. 

A K. Kt. to its R. third square. 

7. 

JV. Q. P. two squares. 

JB. p. one square to adver:)aiy*4 K. B. third 
square. 
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8. 

ir. K. Kt P. takes P. 

B, Q. to adversary's K. 11. third square, and 
checks. 

9- 

IF. K. to his B. second square. 
B, Q. P. one square. 

10. 

Q. B. takes K. Kt. 

B. Q. l\ takes K. Kt. 

11. 

IV. Q. B. takes K. B. 
JS. R« takes B. 

12. 

IV. Q. P. takes K. P. 

B. Q. takes K. B. P., and checks. 

13. 

JV. Q. takes Q. 

B. K. Kt. P. takes Q. 

14. 

JV, K. takes P. 

JB. K. B. P. two squares. 



to 
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VARIATION of this GAME, 
Begmmiigat the eighth mute nfthe Uluie. 

t 

1. 

B, The iome, 

W. K. B. P, two squares, 
B. P. takes 

S. 

W. K, ift. ioiUB. third square. 
B* iST. Kt* P. two squares. 

4. 

W. K.B.to its Q. li, fourth square, 
fi. JC. A'^. P. otie square, 

5. 

W. JT. Kt.toadoersary's K, fourth square* 
B. Q. lo adoersary*s K, R, fourth square, and checks. 

6. 

W, K. to hu B, square. 

B. K. Kt. to Us R. third square. 

7. 

W. Q. P. two squares. 

B. P. one 4^r« to adcersary's K. B. third square. 

8. 

/r. K. Kt. p. one square. 

Q. to adversary'* K. R. third square, and 
checks. 
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9. 

IV, K. to his B. second square. 

B. Q. to adversaria's K. Kt. second square, and 
checks. 

10. 

JV, K. to his third square. 
B* K. B. P. one square, (a) 



IP. 

(^)W' 

B. Q. P. one square. 

11. 

IT. K. B. to its mpm, 
B. Q.lalMf R. 

IS. 

W. K. B. to adversary 's Q. Kt fourth square, ami 

checks. 
B, Q» fi. I*, iotefposes. 

13. - 

W. B. Ulies P., and checks. 

^. Q. Kl. l\ Ukts Ik 

IK Q. takes Q.,&c. 

B, Althoiigh the Black has lost bis Qoeeo. he has* in 

my opinkm, a good game ; for, by taking the 
K. Kt. with his Q. P., he gets three pieces lui iicr. 
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fF, K. Kt. to its Q. third square. 

B, K. Ku to its Uw second &^uare. 

IS. 

/F. Kt to its K. B. fourth square. 
B. K. B. to its R. third square. 
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SECOND GAMBIT. 

u 

W, K. P. two squares. 

The same. 

2. 

IV* K. B« P. tm squares. 

A K. P. takes P. 

S. 

IV, K. Kt. to its B. third square. 
B* K. Kt* P. two squares. 

4. 

IV. K. B. to its Q. B. fourth square. 
£. K. Kt. P. one square. 

5. 

W. K. Kt. to adversary's K. fourth square. 
B. Q. to adversary's K. R. fourth square and 
checks. 

6. 

IV, K. to his B. square. 

jB. K. Kt. to its R. third square. 

7. 

JV. Q. P. two squares. 
B^ Q. P« one square. 
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8. 

W. K. Kt. to its Q. third square. 

one square to adversaiy's K. B. third 
square. 

9. 

K. Kt. P. one square. 
B« Q. to her K. second square. 

* 

If, instead of retiring the Q. to her K. second 

square, Pjkick were to move his Q. to the ad- 
versary's K. R. third square, giving check. 
White should retire his K« to his own square ; 
and then, if Black should move his Q. to ad- 
versary's K. Kt. second square. White must 
move his K« Kt. to its B» second square, and 
afterwards his K. B. to its own square, thus 
forcing the Queen. 
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THIRD GAMBIT- 

1. 

fr. K. 1^. two sqiiaics. 
B. The same. 

2. 

jr. K. B. p. two squares. 
P. takes P. 

3. 

//'. K. Kt. to its B. tliird s(^iiiirc. 
B* K. Kt. P« two squares. 

4. 

IV, K. R. P. two squares, 
ii. K. Kt. P. one square. 

5. 

IF. K. Kt. to adversary's K. fourth scjuarc. 
B, K. U. P. two squares, or faj 



( a) Ifattbe fifth movejnstead of pusiiiiig K.11.P. twosqaari's, 
Black were to move llie Q. to her K. «cctwd square. White 

must not take K. Kl. V, with \m Kl., bt.'(au>c liiack would 
lui\ca iH'ltt t ^aiiu 1>\ jMivliim; Q. 1*. or K. B. P. two squares ; 
but White must move ins i^. P. two squares, and, if Black 
should then pu^h his Q. F. one sijuare. White iiia>' take 
K. Kt. P. with his Kt. without any danger. 
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6. 

JV, K. B. to its Q. B. fourth square. 
J3. K. Kt. to lU K., third square. 

7. 

W, Q. P. two squares. 

B. Q. to her K. B. third square. 

8. 

JV. Q. Kt. to its B, tfaird square. 

B, Q. B. P. one square. 

W. K. B. to its Kt. third square, or its Q. 

third square. 
J3. Q. P. one square, and Black has the best 
of the Game. 



1 
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FOURTH GAMBIT. 

1. 

IV. K. P. two squares* 

jB. The same. 

2. 

IV* K* B. P* two squares. 
JB. K. P. takes P. 

3. 

JV. K . B to its Q. B. fourth square. 
B. K. B. P. two squares* 

4. 

9V, K. P. takes K. B. P., or pushes K. P. or (n) 
JB. Q. to adversary's K. K. fourth square, and 
checks* 



4. 

(€) W. K.B. takes K. Kl. 

jB. Q. to advemry's K« R. fourlli squtire, aud ciicdu. 

W. K. to his B. square. 
B. R. takes B. 

6. 

IF. K. Kt. to its B. tliiH cqiiare, or K.P. takes K. B. P. 
9. Q. to bcr K. B. tturd square, and Black mill bj 
tbii BDOTe presem the advantage of a pawn* 
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/r. K. to his B. square. 

B. K. P. one square to adversary's K* B. third 

square. 

tr. K. & takes K. Kt 

K. P. takeb K. Kt. P., and checks. 

7- 

IV. K. takes P. 

B. K. R. takes B., and Black has a much better 

game than bis adversary. 



VARIATION of this GAME, 

Beginning at tht fowth move the fFhitt, 

1. 

W. K. P. two sqaoftB. 
fi. The iome, 

2. 

W. K. B. P. two Mquaret, 
B. K.P,takuP. 



If While flbonld tak« K. B. P. with K.P^ SAtvio's 
UoO'SppcMstolic fneonwct; tii io tint csie, after Btacklmi 
■wfcd bis Q. to bit K. B. thbd iquart. White nay check with 
bis Queen, and then take hie Rooh'i Pmrn ; thnsuot oolj 

gaiuiiig a puwu, bul luaUrially improTiiig his an 
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W. K, B, toits Q. B. i'oiuih squcare, 
B. JT. J5L two squares, 

4. 

JV* Q. to her K. second square. 
B. K. B.P,UkcsK.P. 

5. 

/r. Q. takes P,, and checks, (a) 
B. Q. mteiposes. 

fV. Q. Ukes Q. 
B. K. Kt takes Q. 



fa) TbiinioTe is, perhaps, anioitnieeolgrattercareleiiMM 
in SALviothuistobefoiuidinaiiyotheriiutorbiBtraitiK: 
and it if ateiifan^ that lo ciceUeot a pUyer tboald hsfJ 

Mriookcd the move which the White oogbt to play: instcMl 
of tikuig K. a P. lod checkup White ahooM move, 

5. 

W, Q. to adversary's K. R. Umnh square, and check*. 
B, h obliged to move K. Kt. P. one square. 

6. 

IF. Q. to advenary tK. Ibarth square, chechq^ and aiudu 

h«K»R. 
B, VLmilm IL K 
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IV. P. two squares. 

JB. K» Kt. to iu third square. 

8. 

fV. K. B. to its Q. third square. 
JB. Q. Kt to its B. third square. 

JV, Q. B. P. one square, or (Jb) 
JB. Q. Kt. to its K. second square. 



p. 

(b) W. K. D. takes K. Kt. 
M. K.&.P.UkeiK. B. 

10. 

W. Q. B. P. one square. 
B. K. B. to tu Q. tbird aqoare^ 

11. 

IT.'JC. Kt. to B. tlurd tqiWK. 

B. Q. Kt to K, lecond aqoare, Ac. 
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W, K. to his B. second square. 
B. K. B. to its Q. B. fourth square, and 
checks, or (i) 

7. 

JV, Q. P. two squares. 

B* K. fi. to its Q. Kt. third square. 

8. 

IV. K. B. to its Q. B. fourth square. 
Bm K. Kt. to its K. second square. 



6. 

W. K. Kt. to its B. third square. 
JB. Q. to lier K. eecood sqoare. 

7. 

IF. Q. P. two iquaics. 
Theamie. 

8. 

IT. K. P. one sqmie, &e. White has by anch the better 

game of the two. 



(h) B, K. fi. toits ILaecMid aqnarr. 

7- 

FT. Q. P. two tqiiares. 

B. K.Kt. to ItiB. third square. 

8. 

W, K. B. to its Q. B. fonith aquarr. 

B. i\ two s(j^uare>^^, &c. 
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IV. K. B. takes K. fi. P.» and checks. 

£, Cannot take the Bishop, and the White 
has thereibre the better game. 

The fifth and sixth moves of the White are 

exceedingly skilful. In the variations of the 
King's Gambit^ the attacking player may fre- 
quently improve his situation by allowing his 

King's pawn to he taken by the Quceu. 



Digitized by Google 



dALVia 



KING S GAMBIT. 
1. 

AF. K. P, two squares. 
Bm The same* 

S. 

IV. K. B. P. two squares. 
B. K. R takes it. 

S. 

fV. K. Kt. to its B. third square. 
B* K. Kt* P* two squares* 

4. 

fK K. B. to its Q. B. fourth square. 
B, K. B. to its Kt. second square. 

5. 

fV, K. R. P. two squares. 
B. K. R. P. one square. 

6. 

/F. K. R. P. takes K. Kt. P. 

B. K. U. P. takes P. 

7. 

/F. R. ukes R. 
S. B. takes R. 
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8. 

fF. K. Kt. to its R. second square* 

B, Q. to her K. second square. 

9. 

IF. Q. to adversary's K. R. fourth square. 
B. K. B. to its Kt. second square* 

10. 

IF. Q. Kt. to its B. third square. 
B* Q. B. P. one square. 

U. 

IF. K. Kt. to its B. third square. 
B' K« B. to its R. third square. 
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QUEEN'S GAMBIT. 

1. 

ly. Q. p. two squares, 
B. Theaame. 

jy, Q. B. P. two squares. 
B. Q. P* takes Q. B. P. 

3. 

IF. K. P. two squares. 
B. Q. Kt. P. two squares. 

4. 

/r. Q. R. P. two squares. 
B. Q. B. P. one square. 

S. 

IF. Q. R. P. takes Q. Kt. F. 

B. Q. B. F. takes F. 

6. 

ty. Q. Kt. p. one square. 
B. ThesaQie. 

7. 

/r. Q. Kt p. takes P. 
B. Q. R. P* two squares. 
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8. 

fV. Q. B« to its K. B. fourth square. 

£. Q, Kt. to its Q. second square, 

9. 

fV, K. Kt. to its B. third square. 
K. B. P. one square. 

10. 

JV. Q. P. one afquare. 

Has a crowded and bad game* 

SALviohasnot observed, that the Quccn\ 
Gambit^s pawn should never lie defended. 

Against a skilful opponent, a player who defeftds 
the Queen's Gambit spawn cannot avoid losing 
the game. 
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MfOTHER METHOD OF PLAYING THE 
qi/MEN'S QJMBIT. 

1. 

/T. Q. P. two squares. 
B, The same. 

«. 

W, Q. B. P. two squares. 
B. Q. P, takes Q. B. P, 

3, 

K. P. one square. 
B. Q. Kt. P. two squares. 

4. 

1V» Q. R. P. two squares. 

B, Q. B. P. one square. 

5. • 

Q. R. P. takes Q. Kt. P. 

B. Q. B. P. takes P. 

^ 6. 

W. Q. to her K. B. third square, and Black 

cannot avoid losing a piece. 
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ANOTHER METHOD OF PLAYING THE 
QUEEN'S GAMBIT. 

1. 

Q. P. two squares. 
The same. 

TV. Q. B. P. two scjuares. 
B. Q, P. tokes P. or fa) 



2* 

f&J Q» Ba P* two H|iuru> 

This move constitutes the Contra GatubtUo, 

3. 

W» Q. Kt. to iU B. third iquare* 
B» K. P. one aqnare. 

4. 

W. K* Kt. to iti B. tbM iquitt. 
B. Q.Kt. to itiB. third Bqiiue. 

5. 

IP, K. P, one s(|uare. 

K.Kt. to tuB. third iquare, 

6. 

W. Q. R. P. one square. 
B. Q. R, P. two iquarcs. 
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3. 

tV, K. P. one square. 
B. Q. Kt. P. two squares* 

4. 

W. Q. R. P. two squares. 

JB. Q. B. to its Q. second square. 

5. 

JV. Q. R. P. takes Kt- P- 

B, li. takes P. 

W. Q. Kt. to its B. third square, or Q. Kt; P. 

one square, and White will have a good 
game. 

7. 

IF* Q. Kt P. one «|UtK* 
B. The nine. 

TTierp st i rns to be no advantage on cither side, but the 
game 15 bitdiy o|K?ncd : and in tiie Contra ftnmbitio, as Salvio 
caWs it (that is, when botli parties play tbe Gambit), the Jir$t 
pl»jer a|ipeus to lia?e tbe supenority, and to be able to pie- 
lerveit 



Y S 
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ANOTHER METHOD OF PLAYING THE 
QUEEN'S GAMBIT. 

1. 

W, Q. P. two squaiea. 
The saaie. 

IV. Q. B. P. two squares. 

JB. Q. B. P. one square. 

S. 

fV. Q. Kt. to its B. third square. 
B, K. P. one square. 

4. 

JV. Q. B. P. one square, or (a) or (Jb) 
B. Q. Kt. P. one square* 



4. 

(o) K« F. one i^tttK* 

5. 

W, Q. to its Q. second square, 
fi. K. Rt to its B. third square. 

W, K. R. P. one square. 

li. K. to its Kt, square, and R. to its K. square. 

7. 

W. Q. R, P. one scjuarc. 

B, a., B. to its K« second square. 

8. 

W. Q, B. P. one square. 
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5. 

Kt. P. two squares. 

J5. Q. R. P. two squares. 



4. 

(i) IF. K. P. one tqnue. 

& K. fi. to its K. Mcood square, 

W. Q. R. P. one square, 
B. Q. Kc F. one square. 

6. 

a 

IT. Q.Kt. P. two sqimreii. 
B. Q. R. P. Cnro sqamres. 

7. 

W^. Q. Kl. to its R. fourth square. 
£. Q. Kt. to its Q. secood square. 

8. 

W. Q. Kt. P. ono iquare. 
B. Q.aP.tRkMaKt.P. 

IF. K. B. takes Q. B. P. 
B. Q. Kt. P. takes Q. a P. 

10. 

W. Q.Kt. takes Q. K£.P. 
JB. K.auikesQ.Kc 

11. 

IF. Q.P.t«kotB. 

B. Q.toberB.seooiMi«|»are. 

19. 

W, Q. B. to its B. tbirdtqnarc, end hu a very g^odgfUMu 
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6. 

fF. Q. Kt. to its R. fourth square. 

IS. Q. Kl. to its Q.. secoudst^uai 

7. 

^* Q. R. P. one square. 
B. Q. R. P. takes Q. Kt. P. 

8. 

/V. Q. R. P. takes P. 
B. Q. Kt P. one square. 

p. 

fr. Cannot save bis Knight. 
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ANOTHER METHOD OF FLAYING THE 
QUEEN'S GAMBIT. 

i. , 

Q. P. two squares. 

J5. The same. 

S. 

W. Q. S. P. two squares. 

B. Q. B. P. one si^uai e. 

3. 

W. Kt. to its B. third square. 

B. K. r. one square. 

4. 

W. K. P. one square. 

J}. K. B. to its K. second square. 

5. 

Q. B. P. one square. 
K. P. one square. 

6. 

W. ft. P. takes K. P. 

J5. K. B. takes Q. B. P., and both games ap* 
pear equal. 
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GAME- 

W. K. P. two squares. 

B. The same. 

o 

U\ K. i\t. to its D. tliircl squarr. 

B. Q. Kt. to its B. third square. ^ 

3. 

IV. K« B. to its Q. B. fourth square. 
B. The same. 

4. 

//^. K. to iiis Kt. square, and R. to its K. 
square. 

B, K. Kt. to its B. third square. 

ir. Q. I>. p. one square. 
B, K. to his Kt. square, and R. to its K. 
square. 

6. 

^F. Q. P. tw o squares, 
B. P, takes P. 
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7. 

tV, K. Kt. to adversary's K. Kt. fourth 
square. 

B* to its B, square, or {a) or (Jb) 

( 9) B» R. to its K. secoDcl square. 

S. 

fV» K. P. one aqaare, 
JB, Q. P. two iq«|ftFn. 

9. 

iV. K. P. takes Kt. 
B» R. takes K. 

lb. 

W. Q. takes R. 
£. Q.P.takesK.B. 

11. 

W, K. Kt. to its K. fourth tqmat. 
B, K. £. to tU Q. Kt. third square. 

12. 

W, Q. B. to adversar y b K. kt. fourth square, and 
White has the superiority. 



B. Q.P.twutqoares. 

8. 

W. K. P. tokes Q. P. 
B. 11. takc» R. 

9. 

W. Q. UiW sR. 

B. K.£c.tak«slLP. 

W, Q. Co bar K. fourth sqiMfe^&c. 
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8. 

B. Q. P. one square. 

/r. Q. takes it. or {bj or (c) or (rf) 

JR. K. Kt. to itsK. R. fourfh square* 
ir. K. to bis Kt. second square. 

10. 

B, K, Kt. to adversary's K. B. foui ih square, and 

checks. 
IV, Loses irretrievably. 

8. 

> b) II . Q. B. P. takes Q. P. 

B, K. B. to its Q. B. fourth ftqtiare, &c. 
IF. Must lose the game. 



8. 

CcJ W, Q. to her K. B. second square. 

ih 

Tl. Q. K(. to its Q, scrojul 
If. K. Kt. lo acivcr>arv*j> K. li. tourlli srjuaiv, 

10. 

il. Q. takes Q. 
IF. K. takes Q. 

n. 

U. K. B. to it<; (>. n. fourfli square. 
1/ . K. to his Kt. second s(juare. 

B, K. Kt. P. one square, &c. 



9. 

* 11. K.auikesQ.P. 

JO- 

7>. K. n. to Us (i. ]}. fourlii Kjuarc. 

W, U in her K. Kt. second wjuare (or K. second square^ or 
K. B. ^qutlre.) 

'11. 

K. Kt, to It- K. \X. luurth Mjuare. 
ir C a.mor prtvrnt tiii» mlvershfY tVom inovmi tliai Kt. to his 
bi^liop's tvurili wiwarc, und Jias there! wc a bad game. 
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9. 

B. K. Kt. to its K. R. fourth square. , 
/F. Q. to adversary's Q. Kt. fourth square, and 
checks. 

10. 

B, Q. Kt. to its Q. second square. 
ff. K. R. to its Kt. square. 

11. 

J5. K, B. to its Q. B. fourth square. 
fF. K. R. to its K. Kt. second square. 

1^2. 

B. K. Kt. to adversary s K. B. fourth square. 
ff'. Must lose the game. 

The White's defeat proceeds from his Q. P. 

beiug kept at home by tlje Black's uncommon- 
ly skilful move of the Q. P. one s(iuare (Move 
the eighth) ; therefore when Black plays Q. B. 
to aavo nv's K. Kt. fourth square (Move 
the fourth), White ought to move Q. P. one 
squares and if Black do not immediately take 

8. 

(d) fr. Q. to her K. Kt.aecond square. 

B. K. B. to iU Q. B. fourth iqiniie. 
W. K.B.uil;esQ.P. 

10. 

B, K. Kt. to its K. fourth square, &c. 
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Q. Kt-, White may aftcru ards move K. Kt. to 
its B. third square. If Black take Q. Kt. with 
Q. B., White ought to take with K. B., and 
then move his K. Kt. to its B. third square. 

It' Black were not to move Q. B. to adversa- 
ry's K. Kt. fourth square (Move the fourth). 
White ought immediately to play Q. Kt. to its 
K. Kt. third square, al'terwards K. Kt. to its 
B. third square, and then K. B. : this opening 
would give White a superiority over his oppo* 
nent. 
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SECOND OPENING. 

I. 

B. K. P. two squares. 
fF, Q. B. P. one square. 

.2. 

B, Q. P. two squares, 

fF, The same. 

S. 

B. K. P. one square. 

ff\ Q. ii. tu its K. 1). fourth square. 

4. 

£. K. B. to its Q. third square. 
fF. Q. B. takes it. 

5. 

B. Q. takes Q. B. 
/f^. K. P. one square. 

6. 

Q. Kt. to its B. third square. 
fF.. Q. B. P. one square, &€. 

This Opening appears very favorable to the 
White ; it is however extremely dangerous^ for 
if Blacky instead of K. B. to its Queen third 

square (Move the fourth), were toplay K. Kt. P. 
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two squaresi it would compel White to retreat 
with Q. B. to its Q. second square ; for if 
he moved Q. B. to its K. Kt. third square, 
Black wouldi 1 think^ win the game by moving 
his K. P. to adversary's K. third square, it 
does not appear to me that White could force 
that Pawn, and he certainly could not move 
out his pieces as long as it remained at his K. 
' third square. 
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THIRD OPENING- 

JB. K. P. two squares. 

Q. Kt. to its B. third square. 

JB* Q. P. two squares. 

fF. The same. 

3. 

B* K. P. one square* or (a) 

IF. Q. B. to its K. B. fourth square, &c. 



3. 

(•) B. Q. to adTenv/t K. ft* Ibttrth tqiiar^ andclieGki. 
IK K. KU P.onetquare. 

B. Q. takes Q. P. 
H". Q. takes Q. 

ff'. Q. Kt. takes Q. P., and the game is nearly equal ; 
White's positioQ being rather superior to that 
of the Black, wbo haa^ however, mxn pawoi to 

z 
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This Opening is nearly similar to the last," 

says Salvio ; but it appears, on the contrary, 
to be infHiitely superior to it, tbr Black cannot 
play K. Kt. P. two squares^ with any hopes of 
success. 

Ex. 
4. 

B. K. Kt. P. two squares. 

/r. Q. B. to its K. Kt. third square. 

5. 

S. K. P. to adversary's K. third square. 

fV, In the last Opei>ing, White cannot gain 

that pawn ; but m this, l:c may easily 
win it, by inoN ing his Queen to her 
third square, Black being unable to 
move hts Queen to her King*8 second 
square, on account of White's Q. Kt., 
which would take Queen's Pawn and 
then King*8 Pawn, &c. 



Digitized by Gopgle 



SALVIO. 



389 



FOURTH OPENING, 

B, K. P* two squares. 

fV. K. P. one square. 

B. K. B. to its Q. B. fourth square, or (a) 

fV. Q. to adversary's K. R. fourth square. 

2. 

(Mj B. Q. Kt. to iU B. third square. 

to advenvy'ft K. R. fourth nqoare, (of hj 

,1. 

B. K. Kl. to its li. third square. 

W. Q. to ber K. R. fourth square, (nfe) 

4. 

K. B. to its K. second square. 

W» Has a very bad game. 

9. 

(h) W, Q. B. P. OM squara. 

S. 

B. Q. P. two squares. 
IF. Thesama, 

B. K. P. one sqaare. 
W, Q. B. P. oae square. 

White has a very good game. I think that Bladt, instead of 
monog Q* P. two squares (Mo?e the third), ought tO move P. 
one square. 

If Black, instead of K. P. one square (More the fourth)^ should 
takeQ.P.withK.P.| While austtakA with his K. P. to mike wa/ 
forhisQ.B. 

z % 
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3. 

B. Q. to her K. second square. 
/F. Q. Kt. to its B. third square. 

4. 

B, K. Kt. to its B. third square. 
fT. Q. to her K. R. fourth square. 

5. 

B. Q. B. P. one square. 
K. P. one square. 

6. 

B, Q. P. one square. 
fT. The same. 

7. 

B, K. B. to adversary's Q. Kt. fourth square. 
/F. Q. B. to its Q. second square^ &c. 



3. 

(c) W, Q. to advenary*s K. Kt. fourth square. 

4. 

B. K. R. P. one sf(uarc. 

W. Q. to lier K. Ku third square. 

5. 

B. Q. P. two squares. 

W, K. Kt. to its 5. third square. 

6. 

jB. K. Ku to adversary's K. fourth squarc« &c. 
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This Opening is very favorable to the White i 
but it arises from the Black*s playing most in- 
judiciously his K. B. to its Q. fi. fourth square, 
(Move the second.) It appears to me, that, 
if Black had played almost any other move, 
White could not, with any propriety, play his 
Queen to adversary's King's Hook fourth 
square* 
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FIFTH OPENING. 

3> K» P. two squares. 
FT. K. P. one square. 

B. Q. P. two squares. 
Q. P, two squares* 

3. 

B> K. P. one square. 
fF, Q. B. P. two squares. 

4. 

^. Q. B. P. one s(|uare. 
fV. Q. B.B. takes Q. P. 

5. 

ii. Q. B. P. takes Q. B.P. 
IV, Q. to her li. fourth square^ aad checks. 

6. 

B, Q. Kt. interposes at B. third square. 
fr, Q. Kt. to its B. third square. 

7. 

B. Q. to adversary's K. R. fourth square, and 

checks, (a J 
1V> K. Kt. P. one square. 



(ti) 'iikin IS a ver^ bad move. 
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8. 

B, Q. to her own square. 

fV. K. B. to adversary's Q. Kt. fourth siiuiue. 

9. 

B. K. Kt. to its K. second square. 
IV. The same, 

10. 

B. Q. B. to its K. third bciuare. 
IV, K. Kt. to its B. fourth square. 

11. 

B. Q. R. P. one square. 
fV. If K. B. take Q. Kt.» K. Kt. must take 
K. B. ; and if White move K. B. to its 

K. second square, Black may move 
K. Kt« to its third square. 

The White has a good game, but Black has 
played remarkahly ill : if be had played pro- 
perly. White must have lost a pawn, and his 

situation would, beside, be very inferior to his 
adversary's. 

Ejp. 
1. 

B, K. P. two sfiuarcs. 
" IF. K. P. one square. 
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S. Q. P. two squares. 
fK. The same. 

$. 

B. Q. to adversary's K. R. fourth square. 
K. Kt. P. one square. 

P. Q. to adversary's K. fourth square. 
W I K. Kt. to its B. third square. 

5. 

B. Q. B. to adversary's K. Kt. fourth square. 

W, K. ii. to its Kt. second square, or (a) or (b) 



5. 

(•) W, K. B. to iu K. sccood square. 

5. 

B, K. P. takes Q. P. 

W. Cannot take K. P. without losing eitber K. Kt. or 
K* R. 



5. 

(b) W, K. to lus B. second square. 

B. Q.B. takes K.Kt. 

W. Q. takes Q. B. 

7. 

P. Q. takes Q.B.P.» and cMm. 
IF. K. B. to its K.aacond iqnaia* 

B. K. P. ooaaqiiave. 
IF. Hai a veiy bad gw. 
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B. K. P. takes Q. P. 

fF. Cannot take K. P. with any of liis pieces; 
and were he to take with bis Queeii» 

7. 

B. Q. B. takes K. Kt^ and wius a piece, &c. 
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TuE following Games were played by two GentleiDeo 
wlio (it!\-f' Ji predilection for (his Gambit, and who rank as very 
good ?Uytn : tbey m here iwerted, fiom a belief U»t they 
tn UMy to wpt tbe A«tear in acquirkig « wtemM Sys- 
tem of Defence against the exceedingly poweifal Attack which 
the Sacrifice of the King^s Knight gives the Gambit Player. 

FIRST GAME. 
1. 

B. K. P. two squares. 
/F» The same. 

2. 

B, K. B. P two squares, 
/r. K. p. takes it. 

3. 

B. K. Kt. to its B. third square. 
//'. X. Kt. P. two squares. 

7f K. B. to ii. fourth square, 
/f^. K. Kt. P. one square* 

5. 

B. K. castles. 

IF. K. Kt. P. takes K. Kt. 
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«. 

B. Q. takes K. Kt. P. at K. B. third square. 
IV. K, B, to its R. third ^uare. 

r. 

B. K. P. one square. 

H^. Q. Kt. to B. third square* 

Q. B. P. one square. 
Q- to jEC. secopd square. 

B. Q. to adversary's Q. foui Ui square. 
IV. Q. Kt. takies K- P- 

10. 

ii. K. B. to Q. Kt. third square. 
fV, K. Kt. to third square. 

11. 

J3. Q. to adrersary^s Q. Kt. fourth square. 

/r. Q. B. P. ou<; sq^are. 

Id. 

i?. Q. to K. second square. 

K. P. one square to ad irersary*sK. B. third 
square. 

IS. 

B. K. Kt. P. takes K. P. 

/F. K. R. to its Kt. square, and checks. 
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U. 

B* K. to his R. square. 

Q. P. tw 0 squares. 

15. 

B, Q. Kt. to ils R. third square. 
IV, Q. Kt. to K. Kt. third square. 

16. 

B, Q. to K. B. second square. 

TV, Q. Kt. to adversary's K. B. fourth squarc 

17. 

B. Q. R. to its K. squai e. 

fV, Q. £• to its K. third squaie. 

18. 

jB. Q. to her fourth square. 

IV. Q. Kt. to adversary's K. R« third square. 

19- 

B, Q. to K. R. fourth square. 
IV, K. B. to Kt. fourth square, 

20. 

B, Q. to her R. fourth square. 
fV. K. B. takes Q. P. 

21. 

B. K. R. to B. square. 

IK Q. to her B. fourth square. 



$4$ 

B, Q. to her fourth square. ^ t. 

fr. Q. UkesQ. 

S3. 

B. Q B. P. takes Q. 
iF. K.fi. takes Q.B. 

Q. R. takes K. fi. 

fV* K. to Q. second square. 

B. K. Kt. P. one square to K. B. fourth 
square* 

iV. Q. B. to adversary's K. Kt. fourth square. 

B, Q K. to Q. B. third square. 

/T. K. Kt. to adversary's K. fourth square. 

27. 

B. Q. R. to K. Kt. third square. 

fV. Q. B. to adversary's K. second square. 

SS. 

B, K. R. to K. square. 
/F. Q. B, to adversary's K. B. third square, 
and checks. ^ 
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B. Q. R. takes Q. B. 

/F. Q. Kt. checks at adversary's K. B. second 
square* 

30. 

B. Q. R. takes it. 

fy, K, Kt. takes Q. R., giving checkmate. 



SECOND GAME. 
1. 

B. K. P. two squares. 
tf^. The same. 

B, K. B. P. two squares. 
fF. IL P. takes it. 

3. 

B, K. Kt. to its B. third square. 
fF* K. Kt, P. two squares. 

4. 

B, K. B. to Q. IJ. fuLii th ai^uare. 
fF. K. Kt. P. one square. 

S. 

B. K. castles. 

/F. K. Kt. P. takes K. Kt. 
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6. 

B* Q. takes K. Kt. P. at K. B. tliird 54uarc 
fV. K. 13. to its R, third square. 

7. 

B. Q. B» P. one square. 

fF, Q. Kt. to B. third square. 

8. 

B, Q. P. two squares. 

ff^, Q. to K. second square. 

9* 

B. K. P. one square. 
m Q; Kt. takes K. P. 

10. 

B. Q. P. takes Q, Kt. 
W, Q. to her B. fourth sciuare^ and checks. 

1 1. 

B. K. to his R. square. 
Q. takes K. B. 

Id. 

B* Q. Kt. to its R. tiiird square. 
W. Q. to her B. third square. 

IS. 

B. Q. to adversary's K. R. fourth square. 
Q. to K. Kt. third square. 

U. 

B, Q. to K. B. third square. 
JV . K. Kt. to K. second sqtiare. 
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15. 

B. Q. Kt. to adversary's Kt. fourth square. 
H^. K. to Q. square. 

16. 

B. Q. B. Ukes K. P. at K. fi. fourth square. 
fK K. B. takes Q. B. 

17. 

B. Q. takes K. B. 

fF. K. A. to its Kt. square. 

18. 

B. K. R. to its secoud square. 
tF. Q. B. F. one square. 

19. 

jB. Q. Kt. to its Q. fourth square. 
fV. Q. Kt. P. one square. 

20. 

jB. K. Kt. P. one square. 

JF Q. B, to its Kt. second square^ and cbecics. 

B. K. to his Kt. square. 

K. R. to its Kt. second square. 

K Q. to adversary** K. B. third square. 
fF, K. to his square. 
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as. ♦ 

Q. R. to K. B. third square. 
/F. Q. fi. to Q. fourth square* 

24. 

A ^Q. Kt. P. one square. 
ff^. Q. B, P. two squares. 

B. Q. B. P. one square. 
Q. B. P. takes Q. Kt 

B. Q. B. P. takes Q. B. 
// . K. Kt. takes Q. B. P. 

A Q. to K. B. third square. 
/F. Q. to 13. third square. 

S8. 

S. K. P. one square. 
Q. P. takes it. 

29. 

Q. R. to K. square. 
Q. R. to Q. B. square. 

SO. 

-B. Q. R. to adversary's K. fourth square. 
IV* Q. Kt. to adversary's K. third iciuarc. 

Aa 
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J8. Q. R. takes Q. Kt. 

Jf\ Q. to adversary's Q. B. square, audcheckf. 

32. 

B. K. to his Kt. second square. 
fV. P. takes Q. 11. 

33. 

B, K. R. to its B. square, 
/r. Q.^ to adversary's Q. second square, and 
checks. 

34, 

B, K. to his R. third square. 

P. one square. 

35. 

B, K. R. to its B. square. 

Jr, Q. to K. R. square, and checks. 

36. 

7i. K. to his Kt. second square. 
// P. one square, becomes a Knight, and 
checks. 

B, Loses his Q. and the game. 



THIRD GAME. 
1. 

B, K. P. two squares. 
fF* The same. 

9. 

K. B. P. two squares. 
rr. K. p. takes it. 

d. 

K. Kt. to B. third squares 
fl^. K. Kt. P* two squares. 

4. 

B. K. B. to Q. B. fburth.square. 

ff^, K. Kt. P. uiie square. 

S. VL castles. 

/F. K. Kt. P. takes K. Kt. 

6. 

B. Q. takes K. Kt P. 
Q. to K. second square; 

• 7. 

B. Q. P. two squares. 

fF, Q. Kt. to B. third square. 

8. 

B. Q. B. P. one square. 

IF. Q. Kt. to K. fourth square. 

AaS 



B. Q ^ : 



JL ^ Jul, T z¥ I -ii.-*a. 



2. J' • ruiir. 



JB^ ^ 2^ It H »' - j^rt 



ant cuse^^ 
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B. Q. P. takes it. 

Q. to her B. fourth square^ and checks. 

10. 

B, K. to R. square. 

fy. Q. ukes K. B. 

11. 

B, Q. 1j. takc:^ Gambit's Pawn. 
ff^. K. B, to its K. third squaM. 

B. Q. Kt. to Q. tccond aquare.' 

Q. to K« third square^ 

IS. 

Q. Kt, to its tiiini aqttare. 

/F. Q. r. one square. 

14. 

B. Q. Kt. to its Q. fourth square. 

fT, Q. to adversary's K. Kt fourth square. 

15. 

JB. Q. P. takes Q. P. 

Q. takes Q. 

16. 

B. K.R. takes Q. 
fV. K. B. takes Q. B. 

17. 

B. K. R. takes K. B. 
Q. B. P. ukes Q. P. 
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1«. 

B. Q. Kt. to aclvcrs irv s Q. Kt. fourth 3(juarc. 
ff^ » K. to his second square. 

J9. Q. R. to Q. square. 
ff^f Q,. B. to K. third square. 

SO. 

B. Q. Kt. takes Q. & P. on the adveraaiy'^ Q. 
W^. Q. R. to Q. square. 

B. K. P. one square. 

fF'. K. Kt. toR. third square. 

32. 

B, Q. B. P. one square. 
» Q. Kt. P. one square. 

-B. Q. Kt. P. two square^. 
fF'* K. R. to Kt. square. 

fi. Q. B. P. one square. 

ff^ > K. R. to its Kt. fourth square. 

25. 

B* Q. R. to K. square. 

fF. K. Kt. to its B. fourth square. 

K. 11 . P. one square. 
JV, K> Kt. to adversary's K. Kt, third square, 
and checks^ 
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27. 

jB. K. to R. second square. 
JV. Q. B. to Q. fourth square* 

28. 

B. K. R. to its B. second square. 
// . Q. K. to its K. Kt. square. 

B. Q. B. P. to adversary's Q. B. third square. 
IF, K. Kt. to its B. fourth square. 

30. 

Q. Kt. takes it, and checks. 
JV. K. R. takes Q. Kt. 

31. 

Q. R. to K. second square. 

IF. K. R. Lakes K. R. 

B. Q. R. takes K. R. 

IF. Q. B. takes the P. on its third square, and 

has the better game. 
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TheJoOmcmg Game « eaOracted fiwi a wry tsahtMe 

Treatise puhlisJied at Modena, in 1769, ond said to 
he written by Dr. Ercoh dvl R'm, It is a well pUiyed 
Game, and exemplifies the powerful attack acqnnrd by 
tuffermg the Knight to be captured ; thus, tending to 
eKoMtfA the tnahqf this poiiium: That, if the Ita- 
lian mBthod <if oad&ng he oUomd, ihe attack mU 
prove irrci;uitibleJ'* 

I. 

B. K , P. t wo squares . 
IV. The same. 

B. K. B. P. two squares. 
fV. K. P. takes it. 

3. 

£. K. Kt. to B. third square^ 
W. K. Kt. P. two squares. 

4. 

£. K. B. to Q. B. fourth square. 
JV. K. Kt. P. one. square. 

5. 

B. King to Book's square, and Rook to B.'s 

square. 
JV. K. Kt. P. takes K. Kt 

6. 

B. Q. takes K, Kt. P. 
/T. Q. to K. second square. 
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7, 

B. Q. Kt. to B. th ird square. 
// . Q. to her B. fourth square. 

8. 

S. K. B. takes K. B. P, and checks, 
^i^. K. to his secoad square. 

9. 

B. K. B. takes K. Kt. 
K. R. takes K. B. 

10. 

Q. Kt. to adversary 's Q. fourth square, and 
checks, 
fV. K. to hia Q. square. 

11. 

JK. Q. P. two squares, 
/r. Q, takes it. 

12. 

£. Q. B. takes Gambit's Pawn, and Black 
must win the game. 

FIRST VARIATION, 

Bc^ mning at the seventh nme of the fVhiie, 

1, 

B. K, P. two squares^ 
W. Thesam€» 
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B. K. B. P, two squares, 
W. K. P. takes 

3. 

B. K, Kt, to B. third square, 
W. K, Kt. P. two squares, 

4. 

B. K.B.toQ. B, fifurih square. 
W. K* Kt, P, one square, 

5. 

B. King to Rook's square, atui Rook to R.*s sqwu e. 
W, K,KJt. P, takes K, Kt, 

6. 

B. Q. takes K. Kt. P. 
W. Q. to K, second square, 

' 7. 
B. Q. Kt. to B. third square, 
W, Q. B. P. one square. 

8. 

JB. Q. P. two squares. 
W, Q. P. one square. 

9. 

JH. Q. B. takes Gambit s Fawn. 
W, Q. Kt. to Q. second square. 

10. 

B. Q. B. takes Q. P. 
W. Q. takes Q. B. 
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11. 

J}. K. B. takes K. B. and checks. 
W. K» to Q. square. 

12. 

K. P. one square. 
W, Q. to K. second square. 



B. K. P. one square. 

IV* Q. Kt. to its third square. 

14. 

B. P. one square. 

JV. Q. B. Pawn takes it. 

15. 

B. Q. Kt. takes Q. B. P. 
JV. Q. Kt. takes Q. Kt. 

16. 

B, Q. takes Q. Kt., and checks* 
IV* K. to his Q. B. second square. 

17. 

B. Q. to adversary's K. fourth square, and 
checks. 

JV* Must lose the King s Rookj and the game. 



13. 
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SECOND VARIATION, 
B^mning at (be teiomUkmooe qfihe White* 

I. 

B. K, P, two square$» 
W« The same. 

«. 

B. K. B. P. two squares, 
K. P. takes it. 

B. Ki, to B tlurd square. 
W. K.Kt.P. twoiqttaret. 

4. 

B. KB. to Q. B. fourth iqitare. 
W* K. Kt. P. one $quan. 

5. 

B. Km:: to Rook's s(juarc, and Rook to B.'s square. 
W. K. Kt. P. takes K. Kt. 

6. 

B. Q. takes K, Ki, P. 

W. Q. to K. second square. 

7. 

B. Q. Kt. to B. third square, 
W. K. Kt, to R. third square. 
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8. 

B. Q. P. two squares. 

JF. K, B. to its Kt. second square. 

9. 

B, Q. B. takes Gambit's P. 
If\ Q, P. one square, 

10. 

B. Q. B. takes K. Kt. 

IF, K. i). iakc5 Q. B. 

11. 

-B. Q. to adversary's K. R. fourth square. 
/F. Q. to her K. Kt. fourth square. 

12. 

B, Q. takes K. B. P., and checks. 
K. to Q. square. 

13, 

B. Q. Kt. to adversary's Q. fourtli square. 
ir. Q. to her K. Kt* second square. 

14. 

B, Q. Kt. takes Q. 13. P., and Black will w in 
tlie game. 

X. ]]. Black ought certainly to move liis 
Queen's Knight to the adversary's Queen's 
fourth square, instead of his Queen to the ad- 

vli^ary■5 K. U. tbuiLh (Move 1 Uli). 
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THIRD VARIATION, 

Beginning at the seventh nme the White, 

B. K, P. twoiquarein 

W. The 6ame, 

B* B. P» two iquaru, 
W. K. P. iakei il. 

S. 

B. K, Kt. taB. third square, 
W. JtLU P. twoiquares. 

4. 

B« I^- ®' Q' is.fvurOi square* 
A. At. P. one square, 

5. 

B. jfiCi/ii^ to Rook\s square, and Rook toB/s square, 
W. K, Kt. P. takes K, Kt. 

6. 

B. Q. /aAes A'. A'/. P. 
W. Q. (o iC. second square, 

7. 

B. il^ ^0 itji B. third square. 
K» B. to iu R. third square. 



566 
8. 

B. Q. P. two squares. 
//^. Q. B, P. one square* 

9. 

B. Q. 15. takes G ambit's Pawn. 
/F. Q, P. one square. 

10. 

B. Q. B. takes K. B. 
/r. K. Kt. takes Q. B. 

II. 

5. Q. to adversary's K. R. fourth square. 

// . Q. to her K. B, square. 

B, K. R* to adversary's K. B. third square. 
If^, K. Kt. to its square. 

13. 

K. R. takes K. B. P., and 
/F. Has a hopeless game. 
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The Editor w indim d to insert the foUoiving four 
Games, from a conviciion that they contain several »ntw- 
terly moves^ and that tliey are anineutl)/ calculated to 
enable a Pkn/er io judge wheiher moomg Qmea'e BUhop's 
Pawn two etpiaree he an adoantageoui debfit Jar the 
Second Player, 

These Games are extracted from a scarce and tahiable 
Italian Manuscript, which has been very obligingly com- 
municated to the EtUtor by £. Mobris, Esq,, M, P. ; in- 
diiputabfy one qf the moet skiyMl Chm-flmfen pf the 
pment day* 

Jliis Openmg called 

Ih GIOCHO SICILIANO. 

tF, K. P. two squares. 
B. B* P. two squares, 

fV. K. B. P. two squares. 

£« Q. Kt. to its B. third square. 

S. 

JV. K. Kt. to its B. third square. 
JB. Q. P. one square. 
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/r. K. B. to Q. B. fourth square, 
B. K. Kt. to IL third square. 

. , •* 5, 
W. Kmftr Castles. 

J5. Q. li. i<j ciJvcriary's K. K;. ..^rth square. 

fi- 
zz Q. B. P. one square. 
B. K. P. one square. 

7. 

IV. K. R. P. one s(]Ua;c. 
B, Q- 13. takes K. Ivt. 

8, 

//'. Q takes Q. B. 

B* Q. to her becoud square. 

9. 

//*. Q. P. one jquaie. 

K. Castles with. the Queen's Rook. 

10. 

//'. K. B. P. one square. 

B. Q. Kt. to its K. fourth square. 

11. 

IV. Q. to her K. second square. 

JB. K. Kt. takes K. 
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Id- 

W. Q. B. takes K. Kt. 

B. Kt. to its Q. K. fourth square. 

13. 

JV, Q. Kt, P. two squares. 

B. Kt to its Q, B. third square. 

14. 

JV. Q. B. to its Q* second square* 

K. p. takes P. 

15. 

/r. The P. takes the P. 
B. K. B. P. one square. 

IV, Q. Kt. P. one square. 

J3« Q. Kt. to its K. second square. • 

17. 

/f^. Q. to adversary's K. third square, 

B. (4- takes C^. 

18. 

/F. P. takes Q. 

B* Kt. to its K. Kt. third S'luare. 

19. 

Q. P. one square. 
A Q. P. one square. 

B b 
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20. 

ir. Q. B. to its K. third square. 
J3. Q. B. P. one square. 

fF, Q. B. to its ou'ii square. 
B. Q. R. to its K. square. 

JV, R. to its K. s(juaic. 

JB. K. B. to its Q. third square. 

23. 

W. Q. R. P. two squarei. 
Kt. to its K. B. square. 

24. 

IV. Kt. to its Q. second square. 
B. Kt. takes P. 

fV, Kt. to its K. B. third square. 
B* K. Kt P. two squares* 

/r. Kt. to its K. R. second square. 
B, K. R. P. two squares. 

27. 

IV, Q* R. P. one square. 
B. K. R. to its Kt. square. 

28. 

7V. Q. R. P. one square. 
B. Q. Kt. P. one square. 
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£9. 

Kt. to its K. D. square. 
K. B. P. one square. 

SO. 

tP". Kt to its K. third square. 
B, Kt. to its Q, Ji. second square* 

31. 

^. R. to its K. B. square. 
A K. B. P. one square. 

» Kt to its Q. square. 

B, Kt. to its K. tiiird s(|uarc. 

Q. R. to its second square. 

B, K. Kt. P, one square. 

34. 

ff^ . Kt to its K. B# second squ^«. 
B* K. B. P. one square* 

35. 

fr K R.P. takes K. Kt P. 
A K. R. P. takes P. 

36. 

fV. Kt to its K. R. square, &c. 
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SECOND GAME, 

lf \ K. P. two squares. 

ii. Q. W.W two squares. 

o 

i~ • 

// . Q. Kt. P. two Ntjuaics. 
B. Q. B. P. takes it. 

3. 

n\ Q. F, two squares. 
B, K. P. one square. 

4. 

Q. R, P. one square. 
B. Q. B. P. takes it. 

5. 

Jl \ Q. B. takes Q. B. P. 
B. K. B. takes Q. B. 

6. 

IV. Q, 11. takes K. B. 

B, Q. Kt. to its B. tlurd square. 

7. 

ly, Q. B. p. two squares. 

K. Kt to its B. third square. 
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8. 

fV, K. P. one square. 
K. Kt. to its square. 

9 

IV. K. B. P. two squares. 

B* Kt. to its IL third square. 

10. 

IV, K. Kt. to its B. third square. 
B. K. castles. 

11. 

ly. Q. p. one square. 
B. F. Ukes P. 

IS. 

IF. P. takes P. 

B, Kt. to its K. second square. 

IS. 

W. P. one square (to the adversary's Q. third 
square). 

jB. Q. Kt to its K. Kt third square. 

14. 

Q. to her second square. 
B. Q. to her Kt thurd square. 

15. 

W. Q. Kt to its B. third square. 

-B. K. Kt to iti li. fourth square. 
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16. 

Q. Kt to the advenary'i Q. fourth square 
B* Q* to adversary's K. Kt« square and 

checks. 

17. 

fy, K. to his B. second square. 

B, Q. Kt. F. oae square. 

18. 

W, R. to its K. Kt. square. 

J3. Q. to adversary's K. fourth square. 

19. 

Kt. to adversary's Q. B. second square. 
J3. Eook to its Q. Kt. square, 

SO. 

fr. K. B. to itsQ. third square. 
£. Q. takes K. B. P; 

SI. 

fF, Q. takes Q. 

Kt. takes (i. 

W. takes Kt 

B* Q. R. i^. two squares. 

W. K. R. to its Q. Kt square^ 
a. R, to its Q. Kt. second square. 
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24. 

fF, K. B. to its K, fourth square. 
B. R. to its Q. Kt* squafe. 

25. 

fV. Q. R. take8Q.R.P. 

B. Q. Kt. P. takes Q. R. 

IF. K. R. takes R. 

B. K. fi. P. oue square. 

TV. B. to the adversary '^ Q. fourth square^ and 
checks. 
TSX. takes B. 

28. 

JV. Kt. takes Kt. 

H. K. to his fi. second square, 

/F. Kt. to the adversary's K. second square. 
B. B. to its Q. R. third square. 

JV. R. takes R. 

B. takes R,, &c. 
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it 

THIRD GAME, 
I. 

tV. K. P. two squares. ^ 
. jB. Q. B. p. two squares. 

J^. K. B. p. two squares. 
B. K. P. ooe square. 

3. 

W. K. Kt. to its B. third square. 

Q. Kt. to its B. third square. ',7 

4. 

fV» Q. B. P. one square. 
J3. Q. P. two squares.) 

5. 

/f^. K. P. one square. 

B. K. B. to its K. second square. 

6. 

IV. Q. P. two squares. 
JB. Q. B. P. one square. 

7. 

IV, K. B. to its K. second square. 

B. K. B. to advcrsaiy'b K. K. fourth square, 
aud checks. 
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8. 

IV, K. Kt. P. one square. 

B. to its K. second square. 

9. 

JV. Q. B. to its K. third square. 
B. Q. B. to its Q. second square. 

10. 

JV* Q. Kt- to its Q. second square. 
jB. K. Kt- to its R. third square. 

11. 

Q. Kt. P. one square. 
Q. Kt. P. two squares. 

12. 

IV. Q. R. P. two squares. 

£. Q. U. p. one square. 

13. 

JV. Q. R. P. takes Q. Kt. P. 
B. Q. R. P. Ukes P. 

14. 

IV. Q. Kt. P. one square. 
B. K. castles* 

15. 

IV* K. castles. 

B. K* Kt. to its B. fourth square. 
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16. 

JV. Q. B« to its K. B. seeond square^ 
B. R. takes Rook. 

17- 

IV. Q. takes Rook. 

IS. 

IV. p. takes Kt. 

JB. B. takes P. 

19. 

IV. Q, to her Kt. square. 

B. Q. to her R. fourth square. 

20. 

IV, Q. to her B. second square. 

B. B. to adversary's B. third square. 

SI. 

JV, K. R. P. one square, &c. 



FOURTH GAME. 
1. 

IV* K. P. two squares. 
B. Q. B. P. two squares. 
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2. 

Q* Kt. P* two squares. 
B. Q- B« P, takes it. 

IV. Q. P. two squares. 
B. K. P. one square. 

Q R. P. one square. 
B. Q. 3. P. takes it. 

W. Q. B. P. two aquares* 
3* K. B- checks.. 

W^. Q. B. to it» Q. second square. 
B- Iv. takes Q. 13., and checks. 

7. 

^. Q. takes B. 
J}. Q. P, two squares. 

8. 

/y^. K. P. one square. 

B. P. take:, i\ 

9. 

JV. K. B. takes P. 

B* Qt Kt. to B. third ^uare. 
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10, 

IF, K. Kt. to itsQ. second bciuaie. 
ii. K. Kt. to it5 K. second square. 

11. 

jr. R. takes P. 
ii. Jv. castles. 

IF. K. castles. 

B, K. Kt. to its B. fourth square. 

13. 

JF. R. to its Q. third square. 

B, Q. II. P. one square. 

14. 

JF. K. B. P. t\ro squares. 
B. Q. Kt. P. two squares. 

15. 

JF, K, B. to its Q. Kt. third square. 
B. Q. R. P. one square. 

16. 

JF. K. Kt. P. two s(iuares. 

£. Kt. to its K. 11. third square. 

17. 

JF. K. R. P. one square. 
B, Q. R. P. one square. 
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W. K-Bl toitsQ.B.MiNid9qMit. 
B. P.takaP. 

2a 

W. K* Kt. P. otte aqvare. 

A. Q. Kt. P. ooe aquair. 

21. 

K. lo its Q. square. 

B. Q. to her R. fourth Kioaie. 

W. Q. loher K. B. fourth square. 
J3. to her Kt fourth square. 

95. 

/f^. R. to it6 K. Kt. third squc^tc. 
Q. f • to its Q. second square. 

W. P. takes K. Kt. 

B. K. Kt. P. one square. 

IF. Q. to adfersary's K. Kt. fourth square* 
B, K. b. F. one square. 

/f : p. takes P. 

B. K. R. toit»&iecofldv;sa.'£. 
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10. 

W. *K. Kt. to itsQ. second square. 
B. K. Kt. to its K. second square. 

11. 

tV. R. takfs P. 
£• castles. 

12. 

TV. K. castles. 

B. K. Kt. to its B. fourth square. 

13. 

fV. R. to its Q. third square. 
B. Q. R. P. GDC square. 

14. 

W, K. B. P. two squares. 
Q. Kt. P. two squares. 

15. 

/IT. K. B. to its Q. Kt. third square. 
B. Q. R. P. one square. 

W. K. Kt P« two squares. 

£. Kt. to its K. R. third square. 

17. 

W, K. R. P. one square. 
B. Q. R. P. one square. 
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18. 

IF. K. B. to its Q. B. second square. 
£. Q. Kt« P. one square. 

19. 

IV, K. B. P. one square* 
P. takes P. 

IV. K. Kt. P. one square. 
B. Q. Kt. P. one square. 

SI. 

JV, K. B. to its Q. square. 
£• Q. to her K. tourtii square. 

Q. to her K. B. fourth square. 
B. Q. to her Kt. fourth square. 

S3. 

fV. R. to its K. Kt. third square. 

B. Q. Ji. to iU Q. second square. 

S4. 

fV. P. takes K. Kt. 

£• K. Kt. P. one square. 

25. 

/iT. Q. to adversary's K. Kt. fourth square. 
B, K. B. P. one square. 

2G. 

W. P. takes P. 

B, K. R. to its B. second square. 
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27, 

// . K. Kt. to its B. fourth square* 

B. Kt. takes Q. P. 

JF, K. Kt. takes K. Kt. P. 

B. K. Kt. to its K. third square. 

//'^ Kt. to adversary's K. second square, and 

checks, at the same time exposing ilie 
King to the Queens check. 
B. K. to its R. square. 

50. 

W . Q. to tlK' adversary's K.Kt. second square, 

and checks, (ox a) 
B. K. Kt. takes Q. 

fP\ K. B. V. takc3 K. Kt., and checks, 
-e. K. U. takes K. B. l\ 

32, 

/r. K. Kt. p. takes K. R., and checkmates. 

ff. Q. to a(l\ei sard's K. Kt. square, and rlieck-. 
B, Q. R. takrs Q. 

3T. 

II '. R. takes R., and clieckmales. 
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By the mm AMoTg 

In S foil. 8v«, ptiot 18« boftid«» 

A TREATISE 

OH 

THE GAME OF CHESS; 

CdoUioiiif » Bfigqiw SyslMn of Attnck mud Defcnoe: also No- 
■Mron* Unlet mdEuunplMy CeaciiiagllttaMilapprofed Me- 
thod of playing Fawns at llie Bad of a Gaaie. To which i» 
added) a Selection of Criticel aad SeaiaclGeble Sitnation% won 
or drawn hj Scientsfic Movee* 

Mmo, Juit Publi»hed, 
In I9aw, f$ MboMity 

AN 

ORIGINAL JOURNAL 

FAOK 

LOKDOK TO ST. PETBftSBURGH, 

By Way ol' Swcflcii ; an<i, proceeding from thence, to Moscow, 
Riga, Mift.u), aiidBnliu: with a Description ot" the Post 
Towns, niul < vfiy 1 hing inter* stinjr, m the Ru.ssian and 
Pruwiian Cnpitalb, &c. To whicli ;ir( a ided, the Names, Dis- 
tancc5, and Price, of each Post; aiul a Vocabulary* of the 
most usiUul iernis, in £nglt<;'t and Russian. 

BY GEOEQE GREEN, ESQ. 
Many Years rciident inRaitie. 




Jutl publiilied, in 2 handsome rolunreg, crown 8to, on very 6ne paper, 

price 1/ Is in boardi, 
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. HISTORY . - 

OP 

' CHARLES THE GREAT AND ORLANDO, 

From the I^tiii of Abp. Turpin, in Spauliciin's Lives of 
Ecclesiastical Writers ; together with (he most celebrattd 

• Ancient Ballads of the Twelve Peers of France, nnMi- 
tioucd so frequently in Don Quixote, taken from a very 
scarce Volume in Spanish in the Possession of the Editor, 

. with English Metrical Versions, 

* . Bv THOMAS RODD. ' . . 

• * Mr. Rodd has tran$latt>d into English iiro«ic the Latin otironicle uf 
Turpin whicli was prrborvt'd by !i()anhciiii ; and into Fiigli«h vcric, llie 
Flower uf the Ballad> rchiling t« the Tnflvc Peer* «>l' Fiance. ap- 
prove the plan of the work, und wish ihnt it may suggest lo some fiiinre 
Ariobto a poem worthy of the renown uf the champions introduced.' — 
Miiiith'y Hdic^ LnLirgfd, Feb. 1U13. 

' We feel greatly obliged lo Mr. Rodd for this compilation and trans- 
lation. The work has many use*. The story from i4rrhbishop Tuiptn. 
show> from how small aswntcc has flowed the beautiful stream of Ita'.iuu 
i<m«siiilic poetry. As an lUustration of Don Quixote, the Uallnda aro of 
frr*t value. They have in themselves the undocnbable Kiacc of an- 
tique simplicity ; and the collocation of the original Sp«ni«ili with the 
Ku^lisli trHusIattnii, will make the book of Kieiit use to jhu»<* •*^«i'> ""tudy 

the languagr of that intercstini; jj.Li ti **'■ ^ ''f 'h' BaP.id^ wjtt lit 

found Miteresimg. Mr. iW<*** nieiit of Hdhering v«-iy faithfully 

to lu» oriBiual, and each Lallad »eparately may be read huIi pleasure. 
Bi-Uijh Crilic for CktoUr, iei2. 

• At a period when every antiquated composition is rccoinmendrd to 
public attention as the only object worthy of perii«.il or respect by 
people of taste, it is not surprizing that Mr. Rodd should brinp forwaid 
the History of Charlemagne and these ancient Spanish Halluds. Ana- 
lo-jous events also, a much better reason, *atunu>ii their puhliciition ut 

the present crisis. One of their m».>rii>, and it is not n xin ill one, i* 

then furnishing the be*t illu>trations of fon Quixote ; ranny of them 
are often alluded to in that woik. anil the allusions consequently cannot, 
be comprehended without ^omc knowledge of llie-e toi.iiTticcs. Such n ci>l- 
It ctioitof old Rullads I.S not :in unproth.ible companion to u hi'>t'ii tun . 

to the student of manners they are inestimable. The tranMntion i«, • 

indeed, so liti-rallv eoriett, that it may be tiscJ by Mudenis of the 

.Spanish, as a guide in trai»*l.itiug. --The admirers of Don 

UuiXiiie'« adventures, that is, all « ho read them, inu't feel gratefi'l to 
the translator for the publicntum of these volumes in Spjnikh and r.r.R- 
litU. They .ire enrnclly and neatly piiuted, and arc in every ro*^p'Ct»' 
highly creditable to the editoi'* taste and tal«<its.'--^.j'rT.,^"iCt^i'rt iJeiuj^ 
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